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THE NINJA 
An AD&D Character Class 


~ ON THE ROAD 
~ A Scenario for RuneQuest 


In Call of Cthulhu 
even librarians get bitten by the 
Formless Spawn of Tsathoggua 


Enter the awesome universe of the 
Cthulhu Mythos, those dread tales in 
which magic, science, arcane lore, and 
dark destinies irrevocably sear the lives 
of those for whom the bizarre and the 
curious have unseemly attraction. A 
universe where only a small band of 
brave men and women stand between 
the world as we know it and the un- 
utterable evil of the Old-Ones whose 
minions plot the return and rule of their 
mighty lord, Cthulhu. 

As a player, your characters are the 
investigators, the guardians of life and 
sanity; as the Keeper (Gamesmaster}, 
you'll evoke an atmosphere of the 
fabulous 1920's and reveal the cosmic 
horror underlying the events of the 
time. 

This complete role-playing game is 
ready to use and the fast-moving Call of 
Cthulhu rules provide fascinating fun in 
a world of gothic horror in the true 
Lovecraft tradition. 


Call of Cthulhu is Chaosium Inc's registered name for its H P Lovecraft ses playing game. 
Produced under licence in the UK by GAMES WORKSHOP 


GAMES WORKSHOP pli Oo” 


57-22-38-41 HACK ! 


Yes, football season is here again, and the Mail Order Mohawks 
are on the warpath ! While all you namby-pamby man-things 
are blowing the dust off your Avalon Hill sports games, Zlargh 
and the team have been out there burying the opposition. 
Young Gunatha is unfortunately not in the team this season, 
as he is still suffering from the ban imposed last year for his 
novel interpretation of a ‘Blitz’ — how he got that Stuka at 
such short notice perhaps we'll never know !| His absence has 
been filled by the devastating duo of Agaroth and Auntie 
‘Mauler’ Maggie, who have already made substantial differ- 
ences to the team. 
Agaroth has been developing a new explosive to be used in his 
famous cross-park ‘Bombs’, and Auntie Maggie's tea-cakes have 
already given us a substantial saving on padding and armour ! 
So whilst all you lily-livered man-things are safely indoors, 
playing your Star Trek or your Go/den Heroes games, spare a 
thought for those out here, battling to and fro in the mud and 
the slime, the blood and the gunge, simply for possession of a 
small inflated pig's bladder, and just be glad you're not that 
pig ! 


“BLACK SUN” 
Mail orders’ Own Magazine. Send in your name and address, and 
up to 6 1st or 2nd class stamps. We will send you free copies of 
the magazine until the stamps run out. Black Sun is free to White 
Dwarf subscribers. Get your Black Sun badge now ! FREE to 
NEW Black Sun subscribers, or 35p with any order. 


GAMES WORKSHOP CATALOGUE 
A complete 52 page illustrated guide containing over 600 games, play-aids and 
boxed figure sets. Only 50p pius 20p p&p. 
DON’T FORGET! SUBSCRIPTIONS STILL ONLY £10 PER YEAR 


STAR TREK 


Star Trek Boxed Set . . £9.95 
Supplements 
Klingons 
Trader Captains and 

Merchant Princes .. . : ck ae . Set 
Adventures n Search of Spock... F 
Denial of Destiny... . Struggle for the Throne £4.95 Se estasot Veo anthos £7.95 
Demand of Honour Star Trek Duels! ... . £4.95 The Asylum £7.95 
The Orion Rise Star Trek Duels tl . . . £4.95 Fungi from Yuggoth . . £7.95 
Margin of Profit Enterprise Ship Plans £14.95 Curse of the Cthonians £7.95 
The Vanished Klingon Ship Plans . . £13.95 


Star Trek Ill Ship 
Combat 


By Tome: 

The Arkham Evil... . 

Death in Dunwich ... £6.95 
Pursuit to Kadath .. . £7.95 
Whispersfromthe Abyss £7.95. 
Glozal est Authentique £7.95 


* NEW * NEW * NEW * NEW * NEW * NEW * NEW * 


Caverns of Kaltei 
(Lone Wolf) 


Caverns of the Snow Witch 
(Fighting Fantasy) . . £1.75 


WG5-Mordenkainen’s 
Adventure 


1J2-Temple of Doom. . 
B7-Rahashia 

X6-Quagmire 

UK5-Eye ofthe Serpent £4.50 
UK6-All that Glitters . £4.50 


~~ £7.95 
£7.95 


Tower of Despair . . 


DL2-Dragons of Flame 
DL3-Dragons of Hope . 
MV 1-Midnight on Dagger 
Alley (Basic) 
SFKH2-Mutiny on the 
Eleanor Moraes ... . £4.50 


£4.50 


Battlecars 
Commodore version available 
late November) 


Send your orders to: Games Workshop Mail Order, 
27/29 Sunbeam Road, London NW10 6JP 
Please make all cheques/POs payable to 


Games Workshop Ltd. 


NO CASH PLEASE! 


* NEW FROM THE USA * 


Atlas of the Imperium £5.95 


Signal GK (Adventure) 
Moria ! 


£3.95 


NEW ITEMS - PHONE FOR AVAILABILITY AND PRICE 


Blood Lust (for Stormbringer) 
Softback Consulting Detective 
Queens Park Affair (for Con- 
sulting Detective) 

Angry Wizard (for D&D) 
Fantastic Treasure (for D&D) 


Car Wars Vehicle Guide, 

Last Starfighter (boxed SF) 

Yeti Sanction (Lords of 
Creation) 

Omegacron (Lords of Creation) 

Tower of Dead (Powers & Perils) 


Telephone orders using credit cards, or enquiries, phone 
01-965 3713 Mon-Fri 9.30am-5.00pm. 

Orders under £6.00 add 60p post and packing. 
Europe: add 33% carriage/other.overseas: add 55% carriage 


GAMES SHOP 
We now stock 
IRREGULAR MINIATURES SIEGE 
EQUIPMENT * INTEGRAL TERRAIN 
PLATOON 20 FIGURES 
GALLIA 25mm BUILDINGS 


GAMES SHOP 


as well as 
Dungeons & Dragons * Traveller and most 
RPGs and supplements * War Games 
Science Fiction Games * Citadel Figures 
Torchlight Fantasy Products * Rule Books 
Davco Microtanks * S.E.W.A.R.S. 

Avalon Hill Games * Asgard Miniatures 

818 LONDON ROAD, LEIGH-ON-SEA 
Tel: SOUTHEND 73308 
Open 9.30-1.30 and 2.30-5.30. Closed Mondays 


EIA 


AER 


Games 
10 Skerry Hill 
Mansfield, Notts 
Open Monday 1pm-6pm 


Wednesday 2pm-7pm 
Remainder 10am-6pm 
Stockist of Citadel, Asgard, 


Essex Miniatures; Torchlight 
and Gallia products and more 


NM 


For probably the widest range of role-playing, 
war and sports games in the southwest. Also 
metal figures, robot models, posters, Judge 
Dredd magazines, +T. Shirts, + Video Arcade - all 
can be found at: 

The Joke Shop, 158-159 East Reach, Taunton 

Tel: Taunton 85630 
Opening hours 10.00-5.30 (Closed Thursdays) 


JOTo 


7 Lawrence Sherriff Street, 
Rugby CV22 5EJ 
Warwickshire 
Tel: Rugby (0788) 62372 


Open Mon-Sat 9.00am-5.30pm 


] 


Discount scheme for clubs 


Hh 


J.H. BRENNAN 
—_—— SAGAS OF THE ——— 


DEMONSPAWN 


MEGA HEROES 50p ea. GOTHIC HORROR & ADVENTURE PIGURES 45p ea, 
All with separate weapons where applicable. Weapons not included but hands open to recieve them, i .veryone. 


MG} Barbarion with 2 weapons, GH Adventurer with holstered pistol. 
MG2 Norse Hero in winged helmet with GH2 Adventurer in hat & leather jacket 


HEROES 


MINIATURES 
Quality Figures for the Collector and Gamer \ 


7, Waverley Place 
Worksop, Notts. 
Tel: (0909) 476128 


A NEW RANGE OF SUPERB 25mm FIGURES BY TONY YATES. 


2 weapons. GH3 Adventurer in suit. 
MG3 Female Fighter (1 weapon} G4 Professor. 
MG4 Elf Fighter-Magic User (1 weapon) GHS Female Adventurer, fF i 
MGS Wizard {1 weapon) GH6 Henchman, ms “W F —s 
MG6 Ranger with 3 wespons. GHT WWII Germon storm trooper carrying SMG. Pd 
MGT Ninja with 2 weapons, GHB Animated Corpse. es 
GH9 Cloaked figure. ‘| 
SEPARATE WEAPONS FOR BARBARIANS GH10 Nude Female. 


GH11 Masked Martial Arts Werrior. 
6p each 
e GH12 Apeman. 


aos eee Book 2: THE CRYPTS 
Long Sword, Leaf Biaded Sword. . 


EQUIPMENT 6p unless stated 


FANTASY BARBARIANS 50p ea. Pack of rats 25p OF TERROR 
Tore 
~ 


All with separate weapons as stated 


FBI Barbarian Inf with shield & spear 
PB2 Barbarian Inf as above bearded. Back Pack 
FBI Woman Warrior with shield & spear Ord Wand 
PB4 Barbarian in chain mail with 
shield and spear. WEAPONS 6p ca. 
ws savencinee ina aniik at Hunting Rifle W13 Hilt-less Sword 
FB6 Harbarian skirmisher with Javelin. Shotgun W14 Ninje Dagger. 
FBT Barbarian Berserker with axe & Automatic Rifle 
Cutlass, Tommygun 
FB8 Archer - camouflage cloak jgging bow Holstered Pistol 
FB9 Mountain Baboon, Revolver 
Automatic Pistol 
Many more to come Machine Pistol 
Heavy Pistol 
W10 Semurai Sword 
5.F. Range to follow WI1 Long Cutlass 
Wi2 Long Sword 


P, & P. 30p minimum up to £3 then 10% 


Games 


50-54 Manchester St., 
Liverpool L1 6ER. 
Tel: 051 236 2605 


Unit 20, Merrion Centre, 
Leeds 2. 
Tel: 0532 456376 


63 Allerton Rd., 
Liverpool L18 
Tel; 051 722 9022 


FOR WAR, FANTASY 


AND 


SCIENCE-FICTION GAMING 


MAIL ORDER 

85-87 Victoria St., 
Liverpool L1 6DG. 
Tel: 051 227 1505 


ROLE-PLAYING GAMES by FGU 


VILLAINS & VIGILANTES 2nd Edition - Boxed set 


CHIVALRY & SORCERY Second Edition 
Chivalry & Sorcery: 3 volume boxed set 

C&S Sourcebook: revised edition 

C&S Sourcebook 2: supplementary material 
Swords & Sorcerers. revised edition 
AFTERMATH- post holocaust rpg. boxed 

Into the Ruins: Aftermath scenario book 
Operation Morpheus. Aftermath scenano book 
Sydney The Wildemess Campaign aitto 
DAREDEVILS — rpg set in the 1930's 

Boxed set rulebook, scenanos. refs screen 
Daredevils Adventures three complete scenarios 
Daredevils Adventures 2: more scenarios 
Daredevils Adventures 3. and a lew more 
PRIVATEERS & GENTLEMEN — naval rpg 1755-1820 
Boxed Set, rules, charts, etc 

King Over the Water: P&G scenario pack 
Decision at Djerba: P&G scenario pack 
BUNNIES & BURROWS — rabbit role playing 


GRENADIER MODELS 


There's a lot that’s new from Grenadier! 
NEW RANGES — 


MASTERPIECE EDITIONS Two beautiful skeleton models. A War Mammoth 
compiete with crew and howdah and a Death Dragon with nder. Sculpting and 


detail are superb. £7.95 each, boxed. 
CHAMPIONS Bri 
Apes marvels. 
SB ows £7.95. 
RAGONLORDS Vampires, mummies, ghouls, — 
rote soe and other traditional creepies lurk 
within the box of Folklore Creatures of the 
Night. Not only suitable for fantasy games but 
also Cthulhu, Daredevils and Superhero games. 
£5.50. There are 4 new dragons in this range: 
Black; White; Red; Brass — individually boxed 
£5.50 each. Also Dragonkillers — fearsome 
fighters: £5.50. 
FANTASY LORDS Here's a set to weed out the 
weeds in any party. Demons has a selection of 10 
such terrors from Hell. Boxed £7.95 
TRAVELLER There are some odd looking 
sentients in Alien Mercenaries but let us 
entertain no racial prejudice. Just because a 
chap’s got legs all over the place and a headlike a 
Starfish, that's no reason to mock him. Box of extra 
terrestials £7.95. 
ADVENTURE MODULES - A new enterprise 
from Grenadier. Top class adventures for popular 
games. The Horrible Secret of M 
Island is a Cthulhu scenario packed with 
atmosphere and menace. Cloudiand is suitable 
for fantasy systems like AD&D, whilst Raid on 
Rajallapor is a hairy chested, modern mercenary 
caper. Finally, there is Di on 
Aramat, a compelling Traveller adventure. All at 
£4.95 each 


NICE DICE PRICE! 
Standard polyset 6 dice 

Or with inked numerals 2 
Deluxe polyset with inked numerals 
Fireball polyset ..... 

Or with inked numerals ciate 
Transparent Gem polyset 

Or with inked numerals .... 

30 sided dice __............ 

30 sided dice inked _....... 
Nickel/Copper Plated 030 - 
Nickel/Copper Plated other sizes ... 
Average Dice (pair) 


ARMORY ACRYLIC PAINTS 

A fine selection of over 60 different colours inci 

such esoteria as POMEGRANATE; BUBONI 
BLUE: PALOMINO & NIPPLE PINK! More normal 
colours also available. 

£1.25 per .75 oz jar. 

Send SAE for full fists. 


AMERICAN EXPRESS 
WHY NOT ORDER BY TELEPHONE USING 


WE PREFER THIS METHOD. We can try to 
answer any queries and you will also be sure you 
getting a what you want and sooner 


normally by return 
"UK 2 BEPO- Onder value over £6.00 — tree 


alive your Super Hero gaming with these two boxes of 
here is a box of Villains and one of Heroes. Also suitabie for 


£14.55 
£5.85 
£4.75 
£4.35 
£16.95 


2nd Edition rulebook only 
Crisis at Crusader Citadel — 


FORCE — V & V adventure ......... 


isations oo 
D WEST western role playing 
Boxed set rules, maps, charts etc .. 


TRADE 

89 Victoria St., 
Liverpool L1 6DG 
Tel: 051 236 2605 


From Grenadier Models 


the MASTERPIECE EDITIONS™ range _ 


intro adventure 
Death Duel with the Destroyers — V & V adventure 
Istand of Dr. Apocalypse — V & V Adventure 


Opponents Unlimited V & V NPC’ sand their s 


Trouble on Windows Peak. Wild West scenario pack 
BUSHIDO Detailed rpg set in the Land of Nippon 
Boxed set, rule books, maps, charts, tables etc 
Valley of the Mists Bushido Scenario pack 


OTHER SUNS - Challenging sf rpg 


Boxed set! 2 rulebooks refs screen and charts _..... 
MERC modern mercenary rpg, skirmish wargame 
Boxed set, rules, plastic overlay, charts etc 


Mere supplement; more rules & skills 


PSI World: This a rpg which has psychics as its central 
characters. The game can be slanted in favour of the 
psychics. depicting them as the ullimate in sentient 


fantastic medieval 


Dragonkillers £3.65 
CALL OF CTHULHU 


The official range of 25mm figures trom Grenadier 
Models 
1, Adventurers 2. Creatures £7.95 per box. 


VOTED +. 
BEST FANTASY/SF FIGURES 
2" 1984 ORIGINS in DALLAS 4 


STANDARD GAMES & PUBLICATIONS 
SAMURAI BLADES 
Following on trom Cry Havoc and Siege comes Samurai 
Blades. A magnificent game of man to man warfare in 
feudal Japan and featuring: NINJA: ASSASSINS; NIGHT 
FIGHTING & HARI KARI in addition to the standard 
STANDARD qualities such as breathtaking maps: 
beautiful counters and informative histoncal sist ry" 
Samurai Blades 
Cry Havoc — medieval skirmish game ........... 
City of Sorcerers — fantasy boardgame .. 
Starship Captain — SF boardgame ............. 
The Village — extra map for Cry Havoc ..... 
The Crossroads — as above s 
The Forest — new map for Cry Havoc 
Dungeon Accessories: box 1 

eon Accessories: Dox 2 ... #4 
Feit hex — cloth playing surface: biue, sand 
or green. All with printed hex grid — 
Clear Piastic Hex Sheet — overlay ....... 
Siege - NEW compatible with Cry Havoc 
Thunde-rin’ Guns ~ Old West excitement 
Speed & Steel ~ Blitzkreig boardgame 


TUNNELS & TROLLS 
FANTASY GAMES SYSTEM 

Rulebook (2nd edition) noe 
Tunnels & Trolls. Boxed Set 
now available, a new Solo Adventure, Beyond the tial 
of Tears £3.50 Don't forget, we still have the full range of 
T&T Solo Dungeons and Adventures. Referees 
Dungeons & Adventures; Accessones etc Lists 
available 


LOST WORLDS - game books 
The ingenious. illustrated, one-on-one. combat game 
Pick any two filles and let batile commence 
* SKELETON * DWARF * GOBLIN * HUMAN * HILL 
TROLL “WOMAN * BARBARIAN * ... each £1.99 


ARMADA ORIGINALS 
In stock. the first wo titles in he GRAILQUEST series of 
Solo Fantasy Gamebooks Excellent adventures that 
can be played again and again 
Castle of Darkness 
The Den of Dragons 


£1.50 
£1.50 


THE BEST IN SF 
from 


FG 
oa OPERA — complete, complex 
pelli 
OTHER IER SUNS — a totally new system 
which does not encourage shoot-em-up 


play. 

Space Opera £14.55 Other Suns £11.75 
SCIENCE FICTION ROLE PLAYING 
COMES OF AGE 


development or it can be Diased against them, in which case 
they appear as a race of disgusting aberrations C&S 
Adventure Pack; The Dragonlord: The long awaited CAS 
supplement. providing ready mace adventures in this 
world. PSI 


World £8.75. The 


TSR UK Ltd. 

0D & O Basic Set rules. dice. 

D&D Expert Set. rules dice_ adv 

0.& D COMPANION SET — Extend the range of your D &D 
games. Companion Set permits the use- of high level 
characters, mass armies, allernative planes of oxistence and 
lots more to challenge players and DM's alike 
D&D Character Records sheets 

AD. D Dungeon Masters Guide 

AD&D Players Handbook 

AD & D Monster Manual 

AD&D Monster Manual 2 

AD&D Deities + Demigods 

AD&D Fiend Folio 

AD&D Dungeon Masters Screen 

4D & D Character Record sheets 

AD&D Player Character Folder 

AD & D NPC Character Record sheets 
AD&D DM's Adventure Log 

Rogues Gallery NPC stats 

World of Greyhawk — revised boxed edition 
AC1 ~ Shady Dragon Inn (0&0) 

AC2 (D & D Combat Shield) 

MODULES - BASIC D&D 

81; 62; 83; B4; BS: BE 

M1; (solo module) 

MODULES - EXPERT D&D 

%1; K2; XB. X4: XS; OF; M2: XL; XSOLO 
AC2-—D& D Screen & Expert Mint-Module 
MODULES - COMPANION D & 0 

CMI 

MODULES-AD&D 

S2 


At, A2; A3,A4, Ct, C2.01-2: D3 

EX1; EX2; G1-3; 11. 12, 13, 14, CBI 

41: L2; N41; St, Tt; UK1; pK UK3: UK4 
U1. U2; U3; WG4; DLI 

53:$4 
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Dragon Magazine 

Gamma World. NEW edshon 

GW Modules: GW1; GW2.GW3: GW4 
GW Mini Module & Reteree's Screen 
Boot Hill 

BH Modules: BH1. BH2; BH; BH4: BHS 
BH Mini Module & Referees Screen 
Top Secret (including Module 1) 

TS Modules: TS2: TS3: TS4: TSS 

TS Mini Module & Reteree’s Screen 
Agent Dossers (TS Character Sheets) 
Gangbusters 

GB Modules GB1.GB2.GB3. GB4 GBS 
Starfrontiers (inc. Module 0} 

Knight Hawks. for Starfronbers 

SF Modules: SF1, SF2: SF3: SFKH? 
SF Mini Module & Referees Screen 
Starfrontiers Character Record Sheets 
indiana Jones mpg 

Fantasy Forest 

Endless Quest Books 

Aves (SF Fantasy mag + game) 

Quest For The Dungeonmasier 


ENDLESS GAMES 
Floor plans for 15 or 25mm fi whys 


JAMES BOND ROLE PLAYING GAME 
Basic Game: rulebook £7.95 
De Luxe Game: rulebook. game aids £11.95 
Q Manual: equipment book £7.95 
Game Master Pack: relerence aids 

For Your information (GM Pack 2) 

Adventure Module — Goldfinger 

Adventure Module — Octopussy 

Adventure Module — Dr. No. ... 


War Mammoth of the Undead Legion 
complete with howdah and 3 crew. Quite simply a 25mm 
MASTERPIECE 


AVALON HILL fantasy/sf conan 
Alpha Omega ...... 

Dragon Hunt 

Dune 

Freedom in the Galaxy < 
Magic Reaim .. 

Starship Troopers... 
Titan ... ¥ 
Wizard's Quest 

Wizard's ..... 

Samurai .. 

Circus Maximus 

Gladiator ........ 

Down with the King 

Elric .. 


Lords of Creation 
Horn of Roland 
Powers & Perils 


WORLD CLASS FOOTBALL ~ the Soccer Game 
At last, the opportunity to be sick as a parrot or over the 
moon in the comfort of your own home! World Class. 
Football is a statistics based game allowing matches 
between top British leams. 1st team squads are pro- 
vided. with detailed cards for each player Select a 
team, take each match as it comes and | m sure you'll 
agree that. at the end of the day, WCF has gol the work 
rate, the tight skills and the commitment to win every- 
thing in sight Boxed with 4 top teams £11.00 
Deluxe Boxed Set (12 teams) ..........-..-0.0. £19.95 


TORII OOO Ik 


MAIL ORDER SERVICE 
HERE'S WHAT WE OFFER: 


” AVERY FAST TURN ROUND 
* POST PAID ON ORDERS OVER £6.00 
* INFORMATIVE FREE NEWSLETTER 
* SPECIAL OFFERS 
* TELEPHONE ORDERS 

BY CREDIT CARD 


Details of now to order are given elsewhere on 
this page. Why not give us a try — you probably 
deserve a pleasant surprise. 


PLEASE MAKE 
CHEQUES PAYABLE 
TO “GAMES”. 


TOO OOo toto 


TRADE ENQUIRIES 
ALL ITEMS ON THIS PAGE ARE 
AVAILABLE TO THE TRADE 
SEND FOR FULL DETAILS 


TITAN BOOKS 

Judge Dredd 1 * Judge Dredd 2 

Cursed Earth 1 * Cursed Earth 2 

Judge Caligula 1° Judge Caligula 2 

ae Child 1,* Judge Child 2* Judge Child 3 
@ Death * Ro-busters 1 

AB Warriors 1“ ABC Warriors 2 

Robo-Hunters 1. * Robo-Hunters 2 

all the above £3.50 each 

Nemesis * Ro-busters 2 “ Nemesis the Warlock 

Judge Dredd 3: these 4 £3.95 each 


THE NUMBER ONE 
ADVENTURE SERIES 
Triffid Software Research Triffid Software Research 


BBC-B 
versions 
£6-95 
each 


B gB = RUNEMAGIC SERIES — RUNEMAGIC SERIES 
ADVENTURE ONE ADVENTURE TWO 
THE SECRET RIVER THE WIZARD‘S CITADEL 


. Load Character Generator (on side one of Adventure One). 
. Dice Character; buy weapon and armour and choose spells. 
. Load Character into Adventure One. 


. If you complete Adventure, then your character will 
progress in experience, so: 


. Load Character into Generator, rest up, relearn spells and 
buy better armour (only if you have found enough money 
on your travels); Save Character. 


. Buy next Adventure in series and load Character in. 


. Go to step 4. Until You have finished Adventure Eight 
then put your feet up for a well deserved rest. 


Available by M/Order (p+p free) SPECTRUM 48K 
Send cheques or Postal Orders to: .’ 
jes ELECTRON and 
"2Cullwood Lane COMMODORE 64 
Ashley versions coming soon 


New Milton 
Hampshire 
BH25 50J 
a Send your software to us. 


Available from good computer If accepted, 
software stores nationwide generous royalties offered. 


Issue 59 November 1984 


EDITOR: lan Livingstone 
CONTRIBUTING EDITORS: Lewis Pulsipher, 

Dave Morris, Charles Vasey, Joe Dever, Gary Chalk, 
Dave Langford, Russell Clarke, Bob McWilliams 
PRO IN EDITOR: Albie Fiore 

ASSISTANT EDITOR: Jamie Thomson 

EDITORIAL ASSISTANT: lan Marsh 

ART EDITOR: Mary Common 

PRODUCTION Ai iT: Brian Cumming 

PASTE-UP ARTIST: Shelagh Dwyer 

COVER: Peter Andrew Jones 

ILLUSTRATION: Trevor Hammond, Kevin Bulmer, 
Jon Glentoran, Gary Ward, John Blanche, 
Emmanuel, Rowan Moore 

TYPESETTING: Sushma Solanki 

ADVERTISING: Jon Sutherland 

PUBLISHER: Games Workshop Ltd 

Printed in England 

All correspondence should be addressed to 
White Dwarf, 27/29 Sunbeam Rd, London NW10 6JP. 


ith this issue | welcome 
W the arrival of my new 

Assistant Editor, Jon 
Sutherland, who is taking over 
the chair recently vacated by 
Jamie Thomson. Jon and Edito- 
rial Assistant lan Marsh have the 
unenviable task of wading 
through the 600+ replies we 
received for our Readers of the 
Lost Ark survey. Thanks to all 
those of you who replied. 


The first change that we will 
implement is the format of our 
Fiend Factory department. Over 
the years, it has produced many 
fine creatures (even managing to 
fill the official AD&D Fiend Folio 
with them!) but with one limita- 
tion — they have all been for one 
system. In future, however, we 
would like to open up Fiend Fac- 
tory to creations for any system 
from Call of Cthulhu to Golden 
Heroes. 


Stay tuned for more changes to 
come! 


a Toma 


SUBSCRIPTIONS: 

Please send and make remittance payable to: Games Work- 
shop Ltd, 27/29 Sunbeam Rd, London NW10 6JP. Tel: 01 965 
3713. White Dwarf is published monthly. Annual subscrip- 
tion rates are: UK - £10.00; E - £20.00; other overseas 
su - £20.00; other overseas it - €30,00; USA - contact 
Games Workshop US, 9110F Redbranch Road, Columbia, 
MD 21045, USA, 301 964 0262. 


SUBSCRIPTION NOTICE: 

When you want to inform us of a change of address or sub- 
scription renewal, or if you have an query, please write to 
Games Ltd, 27/29 Sunbeam Rd, London NW10 6JP 
and make sure you tell us your present name and address 
(old address if address is changing). When you subscribe, 
please tell us whether you are renewing an old subscription 
or starting a new one. 
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THE HAD GODS OATELETTE 


gford 


A Short Epic by Dave Lan 


n the walled city.of Kagool, where 

men were held inthe thraldom to the 

worship of the sacred voles, Erryj and 

his companion Windloon came iy 
night to a tavern, and drank awhile in silence. 

0 their table came then a cloaked figure, 

who ata gesture from Erryj revealed himself 
to be none other than Dylan Worm, a distant 
kinsman of doomed Erryj. 

“Dark peril threatens, my lord. Again the 
fate of the World hangs in the balance, for 
powers beyond the ken of man have been 
loosed by the sorcerer Thebes Shagreen! 
When only you may save us all, it ill becomes 
you to sit drinking at the Sign of the Engorged 
Lymphatic!” 

Erryj smiled a bitter smile. “What has this 
world done for me that | should do now that 
doing which the world would fain have me do 
for it?” he demanded — unanswerably — indi- 
cating at the same time his squint, his 
humped back, his warts, and the black, 
runecarved artificial leg Slugbane which sup- 
ported his emaciated form. 

“Well spoken, Erryj!” cried Windloon, sign- 
ing for more wine. “Surely ‘tis time you made 
an end to your perilous exploits, to battle and 
treachery and death ... Me too.” 

Dylan Worm'’s fist crashed on the table: a 
score of empties fell to the floor. 

“Is this the Erryj | knew once in fallen Mur- 
ble? Know you that the Dark Gods walk the 
earth once more, this day!" He glanced to the 
window. “This night.” 

The tavern fell silent. For it was closing time. 

“The Dark Gods?" Erryj gave Dylan Worm 
a searching glance. “Aye, | have heard tell of 
such, Speak you of the Elder Gods? ... The 
Younger Gods? The Dead Gods? The Agnos- 
tic Gods?” With each utterance a greater still- 
ness filled the room. 

“Nay, worse yet,” groaned his kinsman. 
“Thebes Shagreen has raised up ... The Mad 
Gods!” 

And as he spoke, Windloon gave a harsh, 
fearful cry that seemed to echo through 
immeasurable spaces. 

"Drink up quickly or you follow him,” 
grunted the broad-shouldered bouncer. Erryj 
cast a baleful crimson stare at the base villain. 

“Let me deal with him,” pleaded Dylan 
Worm. “| would have him die cleanly.” He 
drew his great sword Bowelpiercer; origi- 
nally indeed had it been Pigsticker, which 
Dylan Worm thought less dignified. 

He was too late. The iron leg Slugbane 
snapped straight, causing Erryj to rise per- 
force from his seat. At the same time it gave 
an eerie wailing, as though crying out for 
human life. Erryj squirted oil into the joint, but 
to no avail; death-fear washed over the 
bouncer’s face as he realised that he had 
brought on himself the bane of... The Black 
Leg! Swifter than thought, Slugbane swung 
and struck with a crunch on the oaf's puny 
manhood. 

“Aaaaaaah!” he cried, falsetto. The fell 
runes carven on the iron limb glowed with 
unholy radiance as its sorcerous power 
sucked the man’s essence. He collapsed, and 
Erryj stalked grimly out, followed by the pallid 
Dylan Worm. 


he Mad Gods,” mused the doomed 
prince as they walked in darkness. 
. “How can this be? The Law of the 
Cosmic Debit and Credit Balance 
does not permit it!" 
“It seems the Cosmic Book-keeper doth be 
on holiday.” Dylan Worm’s voice was grim. 
“And now the Mad Gods run up a perilous 
Cosmic Overdraft...” 
“Until the day of the Final Cosmic Audit.” 
““Tis but a legend,” snapped Erryj. “Why 
should | go to my doom against such?” 
Windloon spoke at last. “But, friend Erryj, 
you are already doomed. The world knows it. 
You keep telling us so yourself.” 


“Doomed... Aye, | am that.” 

““Tis pity,” murmured Dylan Worm, “that 
the fair Zazazoom has fallen into Thebes 
Shagreen’s clutches.” 

Erryj stiffened. “Which way to Thebes 
Shagreen, friend and kinsman?” 

“He dwells in the Vale of Morg.” 

“An easy trek...” 

“But also in the Vale of Morg,” Dylan Worm 
said softly, “are the Mad Gods.” 

Erryj thought of the ghastly legends of 
those dire beings, and then of the enticing 
Zazazoom, the woman he craved. 

“Let them stop me,” he cried in a great 
voice. The iron of the Black Leg resonated 
evilly to the sound. Inspired to befuddled 
courage, Windloon responded: “| shall follow 
you!” Then fell he over and threw up. 

“| can give you scant aid in this adventure,” 
explained Dylan Worm, striding hastly away. 


rryj of Murble, doomed prince of no 

fixed abode, groaned in his sleep. 

Not only indigestion but seasickness 

troubled him, as the vaults of mem- 
ory poured forth ancient fears. 

For six hours, as they approached the bat- 
tle, he had perforce chanted the dark runes 
from the bows: unless he thus repelled the 
hovering gulls, the boat’s armour-gleaming 
mercenaries would claim hazard money for 
their aerial befoulment. 

But Erryj had ted his horde on, had landed 
at the Port of Murble and sacked it utterly. 
Even now the ruins were swathed in moulder- 
ing hessian. Then had he confronted the foul 
usurper Rakoon, who perished in agony 
beneath the bane of the Black Leg. Amadness 
of destruction had come on Erryj then, and 
the entire population of the Enchanted Isle of 
Murble, including the woman he loved (his 
mother) had died by his boot and the sorcer- 
ous malice thereof. 

For Slugbane was no ordinary artificial leg. 
Forged by no human hand, no human foot, in 
times better forgotten, it held a fell power; it 
drew out the essence of a man and thereby 
charged its bearer with unholy energy. So the 
Leg and its bearer walked soqettior (ow 
else?) through spectral shadows or under the 
hellish glare of the tainted sun, and none 
knew which was master. Save Erryj himself. 

... “Yes, Master,” he intoned, bending him- 
self to the ancient Murblean rite of foot wor- 
ship. Everything seemed cloudy... he woke 
suddenly and shivered. A great weight 
seemed to press upon his chest. 
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“Not now, Windloon..." 
“Sorry.” 


etting off at dawn, the pair trudged 
for two hours; an uncanny sense of 
doom slowly filled the air. 
“The woods!" cried Windloon, 
“the woods!” 

From the shadowed forest poured an end- 
less horde: green and slime-bedecked, many 
feet long, gnashing their jagged teeth... 

“The Giant Newts of Nematode!” Erryj 
gasped. 

“Are... are they friendly?” 

“Nay. No newts are good newts. And these 
be no ordinary newts, but a sending of 
Thebes Shagreen!” 

Closer and closer crept the slavering horde, 
as Erryj strained to recall a defensive spell. 
Windloon muttered, “I like this not.” 

“| have it! | shall summon the Froglord!" 
Erryj cleared his throat. 

“... By the glaucous jelly-like masses of thy 
spawn, Aid us, oh Froglord, this perilous 
morn.” 

“It scans not well.” 

“| have scarce begun. Besides, witling, you 
know nothing of High Magic. 

".,. And by the little wriggling black things 
that are thy young, | call you to hearken unto 
the spell that | have sung. To end these evil 
newts from noisome marshes, or possibly 
bogs, | summon you, Lord of the... ummm... 
Frogs!" 

“Be that all?” Windloon’s voice was hopeful. 

“There is yet the Activating Word.” The 
newts were very close now, and a fell light 
was in their eyes. 

“BREKEKEKEX KO-AX KO-AX!”" 


luurk, the Froglord, stirred in its 

otherworld home. From afar it felt the 

tugging of the Pact: for it was bonded 

in slime-brotherhood to the Royal 
Line of Murble. Was it worth the effort? it 
mused; but presently croaked “Well, if! don’t 
save him, something else will.” 

Below, Erryj relaxed. 

High in the air came a piercing and vaguely 
obscene sound, as the Froglord descended 
from its high spiritual plane. Immense and 
froggy, it plummeted to earth. Erryj and 
Windloon dived to one side as the gigantic 
batrachian bulk struck the ground, instantly 
crushing the myriad newts to pulp beneath its 
immensity. It sat wobbling there and emitted 
thunderous croaks. 


“Methinks the solution is worse than the 
problem, Erryj. Dismiss your supernatural 
aid, and let us proceed.” 

Erryj looked haggard. “Would that it were 
that easy. The Froglord must be rewarded.” 

So as Windloon averted his gaze, Erryj did 
that which was needful; whereat the slimy 
deity ascended happily to its slimy heaven. 

“Never does he stop hoping,” thought the 
doomed prince, distastefully wiping off the 
lipstick with a silken cloth, 


hey toiled on into a swirling sea of 
mist. Stark and sudden, a city loomed 
before them. As they passed within, 
the gate closed smoothly behind 
them, and a deep mocking laugh filled the air. 

“| just remembered the one about the dra- 
gon andthe commercial traveller,” Windloon 
explained. 

"Silence, friend.” Erryj examined the dark- 
red buildings, and shuddered. “Our peril is 
great; for this is none other than... the Tourist 
Trap Built of Blood!” 

“Ho, ho, ho!” 

“Wilt thou stop that, Windioon!” 

“'Twas not |.” They looked all about them; 
presently Erryj spoke again. “| remember 
now. Legend has it that here dwells the giant 
Ruislip, whose wont it is to entrap tourists 
and drain their blood for building material. 
We stand now at the core of the evil, in the 
Plaza paved with Plasma.” 

“Better that we left,” suggested Windioon, 
battering frantically at the gates. 

“lf the tales are true, that will help not. We 
must defeat Ruislip himself. ‘Tis said that he 
doth creep up upon his unwary victims...” 

There came a sound of thunderous yet fan- 
tastically stealthy footsteps. 

“Then doth he cast his net...” Erryj was so 
engrossed that he failed to hear the unmistak- 
able hiss of a net being cast. 

“Then binds he the luckless ones, and car- 
ries them to a hidden cell, and there does he 
leave them until he is ready to take their 
blood!” So Erryj concluded dramatically; the 
door of the hidden cell slammed behind them. 

“Thy sources of information are impec- 
cable,” Windloon complained. 

“Worry not, | shall free us with the power of 
Slugbane ! ...Oh.” Base indeed was Ruislip, 
to confiscate his leg. 

“How shall we escape, Erryj? Why do you 
not summon the Froglord?” 

“Perilous it is to repeat one’s effects too 
often,” the prince muttered. “Better that we 
rest awhile.” 


0, HO, HO!” The great laugh shook 
them awake. It was morning, in the 
eighteen-foot door was silhouetted 
the stooped figure of Ruislip. 

“’Tis time,” he boomed. 

“After you,” Windloon quavered. 

"Blood and guts! Clooti!” cried Erryj. 

“Desist!” the giant shouted. “Else shall | 
have your giblets for goblets!” 

“Clooti! 8 my patron demon! Lord of the 
Three Madnesses, the Five Banes and the 
Seven Nonfilterable Viruses! Aid me now!” 

= get it not,” said Windloon with a shrug. 

“Clooti! The souls of my descendants... 

A trapdoor opened in the floor, and amid a 
cloud of sulphurous smoke, the demon shot 
into the room. 

“You summon me at the most awkward 
times,” he muttered darkly, plucking at his 
red tights and otherwise adjusting his awe- 
inspiring raiment. “What afflicts you?” 

- aie pointed silently at Ruislip, who begun 
to quake in fear. 

“Nay... Nay...” 

Clooti gestured at him with a pitchfork, and 
instantly he turned into a horse. 

“My thanks, Lord Clooti,” said Erryj. 

“A pleasure. Sign here.” 

“Aye... how many souls of my descendants 
have | pledged now?” 

“Eighty-three generation. More frugal 
should you be with our deus ex machina ser- 
vice. ‘Tis time, too, that you had some 
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descendants, princeling.” . 

“Aye.” Erryj blushed. Clooti signalled his 
farewell and vanished. 

Pausing only to retrieve Slugbane, they 
hastened on their way. 


s they neared the Vale of Morg, there 

appeared the figure of a wondrously 

beautiful wench, rivalling even the 

fair Zazazoom in her complexion and 
bust measurements. 

“Queen lkenlupa!” gasped Erryj. “Look not 
on her, Windloon! Her fell beauty will ensnare 
your soul and taint it with her hidden evil!” 

“Wha'?” said Windloon, taking a dazed 
step forward. 

“Windloon! ‘Tis butillusion... Hear you not 
the whirring of fell magic? See you not that 
she doth flicker at sixteen frames per second?” 

“Oh.” Windloon stopped; the image van- 
ished, leaving but a forty-foot pit where it had 
been. 

“Hal” said Erryj, “this bodes well. Thebes 
Shagreen seeks to bemuse us with trickery — 
no doubt ‘twas his last trick!” 

At the very rim of the Vale, he paused. 


elow, rank on rank, irrefutably real, 

were ranged the Abominations of 

Yandro, the Glaucous Glob of Ghooli, 

Thebes Shagreen himself, and three 
full pantheons of Mad Gods, 

Erryj sighed; against the horde that 
opposed him, only the darkest powers would 
avail. This was a job for — The Black Leg! 

Again he paused. “What perchance have 
these gods done to me, anyway? Live and let 
live; such has always been my motto.” 

He made as if to turn... 

Then did the Leg glow with balefire and 
swell mightily from its stolen energies! There 
camearending sound, One day, mused Erryj 
with wistful prescience, the skills of men will 
bring forth elastic tights. But then Slugbane 
sorcerously and treacherously elongated 
itself by a full eight inches. Erryj tried desper- 
ately to fling himself to the ground —too late! 
Against his will was he carried hopping 
towards the horde of nameless abominations 
in the Vale. 

Even with Slugbane’s power, he was help- 
less against so many. There was but one 
chance. Before he reached the waiting doom, 
Erryj might be able to summon aid, perhaps 
even produce something from the gigantic 
from the gigantic hat which he carried always 
with him. Yet jolted by Slugbane’s uncontroll- 
able motion, Re could only recall torn frag- 
ments of spell 

“There was a young lady of Riga,” he 
began experimentally. 

ith a sudden pop, a stranger appeared. 
He too had an artificial leg, akin to Slugbane, 
or so it seemed. 

“Greetings, Erryj.” The newcomer hopped 
to keep pace with him. “My name is Jorin, 
and | am of course another incarnation of 
yourself.” 

Bemused, Erryj frowned. “How can this be? 
It maketh no sense.” 

“Know you not that the Conjunction of the 
Myriad Balls approaches? That two aspects of 
the Sempiternal Saviour should thus con- 
verse is but a small matter, compared with 
those improbabilities which the Great Author 
of All Things has yet in store!” 

By now, the pair had hopped through the 
first three ranks of Mad Gods, who were look- 
ing on with vast amusement. Atop the ridge, 
Windloon shouted helpful and encouraging 
advice. 

“Jorin! How can even a second Silugbane 
prevail against so many?” 

Jorin smiled. “Link arms with me, friend 
Erryj..." 

“I'm not that sort.” 

“Quickly! or all is lost!” 

“Very well,” said Erryj. “...To battle!” 

As they linked arms, a sudden tide of god- 
like energy surged through Erryj. “Mayhap | 
am that sort after all." he thought. 

Then he saw thatthe ground was far away. 


Slugbane and its twin, grown to monstrous 
size, held the pair high above the horde, taller 
than the tallest gods. At their commanding 
thoughts, the great iron legs rose and fell, 
rose and fell, dealing destruction right and 
left. To a deity, the Mad Gods perished. Last 
of all remained Thebes Shagreen: defiant to 
the end, he died with a taunt on his lips. 

“Everyone knows the runes on that leg are 
but the signatures of thy friends!" he cried as 
the massive foot descended. 

“Squelich!” he added a moment later. 

“That doth be that,” Jorin remarked. 
“Farewell, friend Erryj; remember thou owest 
me a favour.” 

“Aye,” said Erryj as the black iron legs 
shrank to normal size. He disentangled his 
arm from Jorin’s and shuddered at the scene 
of carnage. “Call thou not, | shall call thee.” 

With another pop, Jorin vanished as provi- 
dentially as he had come. 

“Wait for me!” shouted Windloon, advanc- 
ing and waving his sword. “Oh dear, 'tis little 
glory that you've left for my poor self.” Shea- 
thing his blade, he philosophically set about 
looting the corpses. 


|| peril was ended; Erryj soughtat last 

for Zazazoom. The castle of Thebes 

Shagreen lay in ruins, but before it 

stood a slim figure... It was indeed his 
love. But her form was not as he recalled it; 
she had been changed by the Mad Gods, fear- 
fully changed... 

“You may be green and scaly, sweetling, 
yet still you are the woman | love,” cried Erryj 
in a noble voice, gagging slightly. But at the 
moment his need was great. 

“Oh Erryj, how canstthou bear to look upon 
the ichor-dripping fangs which once were my 
pearly teeth?” 

“Tis not your looks alone that | care for,” 
Erryj explained, fumbling with his clothing. 
“Accurst hose!” 

“Truly thou art a noble prince, Erryj. Fain 
would! reward such constancy... pity ‘tis that 
the cruel Mad Gods in their evil changings did 
make me into a male.” 

“Gaaaaah,” said Erryj, as the Black Leg 
lashed out almost automatically. The 
screams died down. “Never have | been lucky 
with my women,” he murmured. 

“An ill fortune dogs you, Erryj,” Windloon 
sympathised. 

“Aye. Yet the future may not always be 
black...” Smiling, he playfully kicked Wind- 
loon on the shin. 

“No! No! | did not sheathe the Black Leg! 
Forgive me, Windloon, forgive me!” It was 
too late; Slugbane swung on to find its inevit- 
able mark, 

, crs acail commented Windloon as he 
ell. 


s Erryj wept over the corpse of his 
faithful companion, a strange and 
fearful vision came to him. 

...He stood, last living thing upon 
the Earth: alone. And slowly, slowly, the 
Black Leg curled back in a hideous fluid 
motion; the fell runes glowed for the last time 
as — crunch! —Erryj perished by his own leg. 
It detached itself from his empty cardboar 
husk and hopped triumphantly off into the 
setting sun. 

“Farewell, my friend! | was a thousand 
times less artificial than thou!” 

And Erryj was no more; utterly forgotten 
until the Great Author of All Things saw fit to 
resurrect him once more. 

Which was pretty soon. 

The vision passed, and twilight came. 

With a mad cry the doomed prince flung 
himself onto a horse and rode out into the 
night, stricken to the heart, yet conscious that 
he might not stand in the way of Fate and the 
Reconciliation of the Cosmic Ledger. For writ- 
ten in the runes of his future were more base 
slayings and treacheries, foulest barratry and 
tax offences, madness, insobriety and despair. 

“It doth beat working for a living,” he 
thought.0 


In Open Box, science fiction and 
fantasy games and rulebooks are 
revised. 


OPEN BOX 


THE CURSE OF THE 
Chaosium £7.95 


CTHONIANS 

GLOZEL EST 

AUTHENTIQUE! TOME £6.95 
THE HORRIBLE SECRET OF 


MONHEGANISLAND - Grenadier £5.95 


The flood of scenario packs for the excel- 
lent Call of Cthu/hu continues with these 
three releases; as usual, they are of vary- 
ing quality, but all are good value for 
their respective prices. Chaosium have 
produced the most impressive pack, 
with their four-adventure collection, The 
Curse of the Cthonians. 

This 88-page book maintains their 
high standards of presentation, with 
neat maps and discrete illustrations dot- 
ted throughout, but it is the text 
which proves to be the most outstand- 
ing feature. As with Chaosium’s other 
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CoC adventures, the attention to detail in 
each of these four tales is quite incredi- 
ble. Insome places it is too much to take 
in all at once, and a prospective Keeper 
(referee) may well have to re-read the 
descriptions before play starts in order 
to capture all their subtle nuances. 

The first tale is of The Dark Carnival, an 
absolutely classic setting for any self- 
respecting horror tale—a large, mysteri- 
ous Rhode Island fun-fair. Sinister 
things lurk in the Hall of Mirrors, people 
enter the Tunnel of Terrors never to 
return, and the whole atmosphere is 
very reminiscent of Ray Bradbury's 
Something Wicked This Way Comes. 
Like all the adventures in the pack, it 
should only be attempted by experi- 
enced investigators; not just because of 
the number of nasties around could turn 
it into a bloodbath within minutes, but 
because of the powers of deduction 
needed to solve its hidden mysteries. 

This is especially true in the second 
tale, The Curse of Chaugnar Faugn, 
which introduces a new Great Old One, 
the eponymous Chaugnar himself. Cal- 
ledin to help the ailing scientist father of 
an old flame of one of the party, the 
investigators are soon embroiled with 
Tcho-Tcho, shanktak-riding priests, the 
legendary physicist Nikolai Tesla, and 
the Elephant God of Tsant! The party will 
need all their sanity to survive this one, 
and there's worse to come! 

Thoth's Dagger and The City Without 
A Name, a pair of linked adventures, are 
full of linguistic and Kabbalistic twists, 
which must be solved by the inves- 
tigators if they are to get anywhere. To 
help a little, there is a short article on 
such things included as an Appendix to 
the book, but if | were them | don’t think 
I'd bother — what with the hordes of 
undead, the nest of Cthonians, and old 
Nyarlathotep himself all to come. All of 
them are very highly recommended as 
superb examples of how to design thril- 
ling, well-crafted scenarios. 

Glozel Est Authentique! is less impres- 
sive all round, and some of TOME’s pre- 
vious CoC adventure packs have been 
notable for their poor layout, terrible 
artwork and hordes of stereotypical Ger- 
mans. Well, just for a change, this one 
has terrible layout, quite good artwork 
and hordes of stereotypical French and 
Russians. The title adventure (the first of 
two) derives its rather curious name 
from a declaration as to the authenticity 
of a strange archaeological discovery. 
The find, of a number of obscurely- 
inscribed tablets apparently much older 
than similar finds, coincides rather mar- 
kedly to anumber of weird occult events 
inthe tiny French village of Glozel. These 
eventually lead to a rather forced link 
between the modern-day descendants 
of the legendary Knights Templar (now 
a glorified masonic lodge!) and rampag- 
ing Cthulhu cultists. But by the end of 
this rather terse episode, very little of 
any consequence has actually hap- 
pened, to either the investigators or to 
Glozel itself. 

And if you think the central idea in 
Glozel is forced, don't go near Secrets of 
the Kremlin, the other adventure in this 
book. Would you believe me if| told you 
that Josef Stalin was a servant of the 
Elder Gods? That he actually possessed 
a copy of ‘The Necronomicon’, and hired 
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someone to translate it into Russian? Or 
that in a secret chamber deep beneath 
the Kremlin itself, he-kept a live Dark 
Young of Shub-Niggurath? No, | didn’t 
think you would. | think you can form 
your own impressions of this adventure; 
| couldn't stop giggling as | read it, and | 
don't hold much hope of ever being able 
to create an atmosphere of ‘terrible sus- 
pense and lurking fear’ if | ever had the 
nerve to try this scenario on my players. 
Much more down-to-earth is The Hor- 
rible Secret of Monhegan Island, an 
everyday tale of Dagon-worshipping 
New England Puritans. In an obscure 
fishing village, an ancient rite to increase 
the catch has been revived with fatal 
results. The party are lured in with 
stories of missing girls, but really 
intended to be the next batch of sac- 
rifices. The suspense begins to mount, 
as the investigators have until midnight 
to find out what exactly has been going 
on before they get the chop! This 
scenario, though a little lacking in com- 
plexity compared to Curse of the 
Cthonians, shows that simplicity can 
work to a story’s advantage, and man- 
ages to reproduce that strangely dis- 
turbing atmosphere of such Lovecraft 
tales as The Shadow Over Innsmouth. 
Also included in this 48-page booklet 
isa smaller, beginners’ adventure, The 
House in the Woods, where the inves- 
tigators are sent in search of a missing 
professor, to (you guessed it!) a dingy 
house in the woods. Unfortunately, the 
poor man has already been dismembered 
and his remains carried off by unknown 
monsters... who will soon return for 
them! Both adventures are well laid out, 
with neat aerial-view drawings rather 
than maps, and a few average illustra- 
tions. Bearing in mind the comparatively 
cheap price of this book, it presents a 
very useful package, though still nota 
patch on the outstanding Curse of the 
Cthonians... Zero SAN here | come! 


CoC’ GEA! HSMI 
Presentation: 10 4 6 
Content: 9 5 7 
Value for money:9 6 8 
Overall: 9 5 7 
Stephen Kyle 
GAMESMASTER PACK £7.95 
FOR YOUR INFORMATION £7.95 


Victory Games 


Both of these packages for the 007 RPG 
are intended for use by the GM and both 
cover vastly different needs. The 
Gamesmaster Pack, released at the time 
of the 007 game itself, contains a 
referee's shield, character sheets and 
some stylish cardboard figures with a 
bright blue (!) gridded movement sheet. 

Of these, the shield immediately 
catches the eye due to the variety of col- 
ours used to highlight the tables printed 
thereon. Its use is immediately apparent 
as it will save much frantic flipping of 
pages to find the tables essential to play 
the game. It is hardly up-to-date, how- 
ever, and only stats for weapons and 
vehicles in the basic game are included 
— owners of the OQ Manual will need to 
keep it handy. 

The rest of the package seems to have 
been designed to fill the box —it is an 


expensive way of obtaining 40 character 
sheets, especially since these are going 
to be a ‘renewable’ item. The cardboard 
figures are attractively drawn and 
painted and of a good solid quality, yet 
the number included are too few and too 
specialised and the gridsheet is too 
likely to decay quickly since it is on thin 
paper. 

With For Your Information, Victory 
Games seems to have finally discovered 
the existance of the box lid, hopefully 
they will be updating all previous sup- 
plement releases with this packaging, 
and again the contents seem to be 
limited to one useful piece with plenty 
of fillers. Two small pads of MI6 headed 
paper (one for documents, one for dos- 
siers) and a heavy duty pad of NPC 
records, all of which can be accomp- 
lished by your average GM with the 
standard tools of pen and paper. The 
main booklet is about half the size of the 
main rulebook and contains twelve 
chapters of additional guidelines for the 
GM. The information seems to be aimed 
mainly at the unimaginative who should 
surely not be playing the game in the 
first place. There are some delightful 
turns of phrase to amuse readers, with 
MI6 agents leaving Mother England (sic) 
and, when covering NPCs: ‘Does he 
often say “Aw nuts!” or some other exp- 
letive when shocked, surprised or dis- 
mayed?' For the Bond freak who obvi- 
ously hasn't purchased the ‘adventures 
of the films’ there are a number of extra 
enemies and allies detailed, but the 
most useful section has to be the brief 
notes on other intelligence agencies. 

Whilst For Your Information is 
undoubtedly a useful addition to the 007 
GM, the only piece of real interest is the 
booklet. Since the same can be said of 
the Gamesmaster Pack (except that the 
shield is the only useful inclusion), | can 
quite unreservedly say that neither are 
worth the money asked for them and 
that Victory Games had better learn very 
quickly about packaging games add-ons 
if they expect to sell any. 


Gamesmaster For Your 
Pack Information 
Content: 4 3 
Presentation: 7 6 
Value: 2 2 
Overall: 4 3 
Bob Neville 
RINGWORLD 


Chaosium Inc £24.95 
Larry Niven’s two novels Ringworld and 
The Ringworld Engineers have been, 
deservedly, amongst the most success- 
ful space opera adventure stories of the 
last few years. Anyone who knows the 
books on which this game is based will 
not be surprised by the size (and resul- 
tant expense) of the finished product. 
Nonetheless, a number of features — 
including several alien races — seem to 
have been dropped at the last minute 
(resulting in a number of frustrating 
hints and unresolved cross-references), 
and we are promised a Ringworld Com- 
panion very soon but in the meantime, 
referees will have to improvise or avoid 
leading characters into unmapped areas. 
The game holds four books, some cut- 


OPEN BOX 


out cardboard character markers, a few 
polyhedral dice, and an assortment of 
loose sheets with information and 
tables, Chaosium advertising etc, 
including some essays that presumably 
didn’t quite fit in the books. The charac- 
ter sheets provided don't include any 
with Puppeteer hit locations, and have 
some other glitches which | will return to. 

The meat of the game is contained 
within the Explorer Book, which has a 
very brief introduction to role-playing in 
general and Ringworld in particular, fol- 
lowed by details of character generation 
(humans, Kzin and Puppeteers), game 
mechanics, movement, combat, and 
other ways of taking damage. The sys- 
tem is Chaosium’s excellent RuneQuest/ 
Basic Role-Playing design, with approp- 
riate modifications. Here, a character's 
starting skills are determined by asses- 
sing how long the being spent in educa- 
tion or various careers, then distributing 
points between appropriate specialities; 
many skills are arranged in ‘Root/Branch’ 
form, so that, for example, one first 
studies Physics in general up to a 
maximum determined by one’s Intelli- 
gence and Education, then one can 
specialise in (say) Nuclear Physics, 
Acoustics, or whatever. The system is 
clean and elegant, but itis fair to say that 
(as both humans and puppeteers have 
excellent anti-aging drugs), a charac- 
ters initial capabilities are almost 
directly proportional to his or her age, 
which is found by arandom dice roll and 
can vary widely, Another interesting fea- 
ture of the character generation system 
is the provision for minor personal dis- 
abilities for humans and Kzin (hyper- 
space phobia, transplant resistance, and 
suchlike) and major psychological prob- 
lems for puppeteers (who have to be 
mad to possess enough courage to go 
exploring). 

This section also contains two of the 
game's biggest errors, however. Firstly, 
the starting percentages quoted in the 
book differ in several cases from those 
given on the character sheet, and sec- 
ondly, although Unarmed Combat skill 
is described as enhancing the effects of 
human punch and kick attacks, no dam- 
age figures or base percentages are 
quoted for such combat. 

The other major part of this book is a 
set of lengthy descriptions of various 
human colony worlds throughout 
Known Space, presumably placed here 
so that a player can read up on his or her 
character's home world — quite fascinat- 
bay Nivenophiles. 

ext comes the GameMaster Book, 
which provides the background data 
needed torun the game. It contains a lot 
of data on the Ringworld itself and a 
sample scenario (but little on the princi- 
ples of scenario design; the authors evi- 
dently assume an audience of experi- 
enced gamers). For the benefit of those 
whoh have somehow managed to avoid 
the two background novels, the 
Ringworld is a huge, phenomenally 
strong ring spinning around a star about 
as far out as the Earth is from the Sun, 
providing a comfortable, habitable, and 
staggeringly vast area of ‘land’ on its 
inside surface. (Actually, if any prospec- 
tive buyers or player of this game haven't 


read the books — and several other 
Known Space novels and stories — they 
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should do so first, as otherwise they 
could find their enjoyment of both game 
and writings severely reduced. On the 
other hand, players who have read the 
books may well actually know more than 
their characters, which could also be 
irritating for the gamesmaster.) There is 
little in the essays that is notin the books 
and the information is gathered here in 
one place, explicitly stated rather than 
hinted at, and generally made more use- 
ful to the gamesmaster. There are also 
game-descriptions of some of the archaic 
or ultra-sophisticated technological 
artifacts likely to be found in the hands 
ot the inhabitants of the Ringworld, and 
rules on subjects such as psionics. 

The Technology Book covers the very 
sophisticated devices of the twenty- 
ninth century in a reasonably logical 
fashion, beginning with power sources 
and then describing the machines that 
draw on them (being divided up into that 
first chapter, then others on Computers, 
Medical Equipment, Tools, Vehicles, 
some lethal Weapons and some approp- 
riately resistant but less than perfect 
Protective Devices). For speed of play, 
an Explorer Pack of standard tools and 
devices is made available at a reason- 
able price. 

Last of the books is the Creatures 
Book, which is divided up into five sec- 
tions. Aliens include Bandersnatchi 
(tough), Dolphins, Grogs (very tough), 
Kdatlyno, Outsiders and Trinocs; some 
of these could easily be used as player 
characters with a very little thought. The 
section on Pak is, of course, mostly 
drawn from the novel Protector. The 
next section, concerning the Hominid 
races inhabiting the Ringworld, left me 
subtly disappointed. The Ringworld 
Engineers features a wide variety races, 
and emphasises that these forms have 
evolved to fill the wide range of empty 
ecological niches available on the 
Ringworld. The game presents us with 
long, detailed essays on the handful of 
races appearing in the books, plus simi- 
lar treatments of a couple more of the 
designers’ own creation; in places, 
whole phrases are borrowed from the 
novels, but no clear analysis of the curi- 
ous ecology of the Ringworld is given. 
Similarly, the section on Ringworld Ani- 
mals is simply a series of reasonably 
dangerous, moderately interesting 
specimens with peculiar names; the 
kind of thing a dungeon master would 
use as a ‘room-filler’. Equally, the con- 
cluding section on Flora has a handful of 
useful or poisonous specimens (and, of 
course, the Slaver Sunflowers). 

This game takes a superb background 
idea, applies a good system of 
mechanics to it, and comes back with a 
disappointing result. It may be that! was 
expecting too much; as a long-time 
Known Space addict I've been on tenter- 
hooks since the first mention of the pro- 
ject, and (once the Companion appears 
to complete the system) | may well find 
myself running or playing Ringworld 
regularly, despite my feeling that the 
game as presented lacks the depth (as 
opposed as size) it could and should 
have possessed. 


Presentation: 5 Enjoyment: 6 
Playability: 6 Complexity: 6 
Skill: 7 Rules: 5 
Overall: 6 Phil Masters 


Imagine a reference work which makes 
this column unnecessary, a Michelin 
Guide to SF, unerringly fingering the 
five-star books and authors. David 
Wingrove tries it in The Science Fiction 
Sourcebook [Longman 320pp £8.95], 
grading more than 2500 books by 880 
authors and awarding up to 5 stars in 
each of 4 categories: Readability, 
Characterisation, Idea Content and Liter- 
ary Merit. There’s also lots of useful — 
especially to newer readers — material 
on SF subgenres, writing, criticism, 
magazines and publishing. So far, 
so good. 

he trouble lies in these star ratings. 
Readers may inspect by appointment 
my list of 90-odd SF notables who don’t 
get top marks in any category for any of 
their works — including Amis, Blish, 
Brunner, Burgess, Disch, Leiber, Niven, 
Poe, Priest, Spinrad, Sturgeon, van 
Vogt, Verne and Wyndham. Five stars 
for readability are given to my own The 
Space Eater [Arrow £1.75], which is nice 
but doesn’t convince me |’m more read- 
able than a// those people. Five stars for 
characterization go to pulpsmith Jack 
Chalker, putting him ahead of Angela 
Carter, Frank Herbert and D M Thomas 
as well as everyone above. Five for liter- 
ary merit are awarded to competent, 
uninspired Charles Sheffield, decreeing 
him a better writer than Aldiss, Dick, 
Huxley, Nabokov, Orwell, Mary Shelley, 
Swift, Vonnegut and Wells... 

This is a game with no ending. The 
Sourcebook is enormous fun for brows- 
ing in, raising your eyebrows at, and vio- 
lently disagreeing with. Just don't trust 
those stars! 

Harry Harrison's West of Eden 
[Granada 578pp £8.95] is shorter than 
the page count suggests: the typeface is 
so huge, | had to read it at arms’ length. 
Inspired by those inaccurate stories of 
Primitive Man battling the by then long- 
extinct Dinosaurs, Harrison’s alternate 
world has intelligent saurian life evolved 
to the east and mankind to the west of 
the Atlantic. When lizards reach the New 
World, there’s an inevitable clash. 
Impressively researched (Harrison sub- 
contracted his biology and lingusitics to 
experts), it has one of those fascinating 
backgrounds you only find in SF: the cul- 
ture of the saurian ‘Yilane’ and their 
advanced biotechnology. The story is 
slowish and simple enough: a boy is 
captured by Yilané, learns their ways (in- 
cluding a spot of kinky sex), escapes, 
and masterminds the human counter- 
blow. It’s the density of background 
detail which makes this, not a Great 
book, but the best Harrison for some 
while. Nice illustrations, too. 

‘Background’ is also the word for the 
latest Tolkien exhumation, The Book of 
Lost Tales Il [Unwin 385pp £12.50], com- 
prising some of the very first drafts of 
Silmarillion material. Completists will 
lust after this high-class production, 
especially the bits omitted in later drafts. 
| have mixed feelings: though Tolkien's 
major work gained depth from this 
lifelong background mythology, I'm 
uncertain that it's a// worth publishing 
and annotating with such ghastly solem- 
nity. Would Tolkien himself, with his 
marvellous ear for names, have wanted 
the world to know that back in callow 
1917 he perpetrated things like an Elf cal- 


CRITICAL MASS 


Critical Mass is a regular fantasy 
and science fiction book review 
column, written by Dave 
Langford. This issue he’s up 
amongst the... 


SF STARS! 


led Tinfang Warble? 

The Integral Trees [Macdonald 240pp 
£8.95] is Larry Niven’s latest hard-SF 
romp, much more fun than the weary 
Ringworld Engineers. As usual the 
action comprises a guided tour of a vast 
astronomical feature: the Smoke Ring, a 
doughnut-shaped zone of breathable 
atmosphere with 30 times Earth's vol- 
ume, stabilized by a bizarrely unlikely 
configuration of sun, neutron star and 
gas-giant planet 10" cubic kilometres of 
habitable free-fall ecology... ‘Trees’ up 
to 100km in length float in orbit, tidal 
forces producing pseudo-gravity for 
human colonies at each end (quibble: no 
visible reason for such monsters to 
evolve). Delightfully ingenious stuff. 

Neuromancer [Gollancz 252pp £8.95] 
is William Gibson's first novel: violence 
and computer crime in the high-tech, 
high-squalor, drug-ravaged future 
briefly glimpsed in his short ‘Burning 
Chrome’. Gibson crackles with creative 
energy, hammering your forebrain with 
ideas, colour, future slang and brand- 
names (the lan Fleming technique). 
Aided by a female assassin and a dead 
man coded into ROM, our computer- 
jockey hero is riding a Chinese killer- 
virus program through Tron-style 
cyberspace against the dreaded walls of 
ice (Intrusion Countermeasures Elec- 
tronics) surrounding a monstrous Artifi- 
cial Intelligence... | spent the whole time 
onthe edge of my seat and got cramp as 
a result. In a way Gibson’s pace is too 
frenetic, so unremitting that the reader 
never gets a rest and can’t see the plot 
for the dazzle. Otherwise: nice one. 

Something completely different is 
Thomas Disch’s The Businessman: A 
Tale of Terror [Cape 292pp £8.95], the 
best ‘horror’ novel I've read in years and 
also the funniest. Beautifully tongue-in- 
cheek passages and scenes of wild farce 
make the murders, transformations, 


resurrections and demonic possessions, 


seem all the nastier. When the villain 
flees a condign haunting with all 


sphincters loosened, he collapses 
trembling onto the toilet and is taken 
from beneath by a ghoulish severed 
hand—which clamps tight onto a tender 
part of him, refusing to let go till he 
crawled to the phone and confessed his 
crimes: | was laughing and hunching up 
nervously at the same time. Like that 
hand, Disch keeps coming from unex- 
pected angles and tweaking tender 
places; you never know whether it'll be 
the adrenals or the funnybone. Highly 
recommended. 

Raven of Destiny by Peter Tremayne 
[Methuen 286pp £8.95] looks ana- 
chronistic — a pal of Cuchullain’s travel- 
ling from Ireland to fight at Thermopylae 
and sack Delhi — but proves to be based 
on the Celtic invasion of Greece in 
279BC, which I'd never heard of. Score 
one to Tremayne for painstaking histori- 
cal accuracy and innovative use of his- 
tory. The rest is more familiar. The writ- 
ing is competent; the plot moves ina 
haze of doomy prophecy as hero Bran 
stubbornly does all the wrong things. He 
lacks the stature to be a true Tragic Hero: 
ungenerous and not over-bright (fancy 
falling for drugged victuals twice), he 
performs lots of the usual fantasy-hero 
Deeds without ever being interesting 
enough to follow to the foretold climax. 
Oh, the book isn’t particularly awful, just 
sort of... routine. 

Billed as fantasy but in fact SF, The 
Fishers of Darksea by Roger Eldridge 
[Unicorn 214pp £2.95] is a powerful, 
mystical tale set on the remote, icy and 
volcanic island Darksea. Everything is 
seen uncompromisingly through a 
native Fisher’s eyes and mind; finding 
(what later proves to be) a walkie-talkie 
on the foreshore, he sees an odd, 
squared-off fish with a hard shell anda 
long feeler. A truly consistent and well- 
imagined ‘alien’ society. 

Help! Space runs low. The Birth of the 
People’s Republic of Antarctica by John 
Calvin Batchelor [Granada 388pp £3.50] 
is wild, wonderful, weird and epic, only 
SF to the extent implied in the title. 
Clifford Simak’s Special Deliverance 
[Methuen 218pp £1.95]: minor but 
pleasant SF-pastoral, marred by depen- 
dence on a ‘puzzle’ which any D&D 
novice would solve in minutes. 
Bluesong by Sydney J van Scyoc 
[Penguin 261pp £1.95] is the expected 
sequel to Darkchild — reviewed in WD56 
— equally nicely written but with less 
impact if you've read Book 1. The 
Omicron Invasion [Granada 205pp 
£1.75] carries EE Smith's name butis by 
Stephen Goldin: ninth in the posthum- 
ous ‘Family D’Alembert’ cash-ins on 
Smith's popularity. Read it at your peril. 
T J Bass’s Half-Past Human [Methuen 
279pp £1.95] prefaces his more success- 
ful The Godwhale: a quirky adventure of 
devolving humanity in a future of ‘Hive’ 
dwellings. Elvis — The Novel by Robert 
Graham and Keith Baty [Granada 254pp 
£2.50] is, believe it or not, sort-of-SF in 
which Presley survives to this day, 
makes a guest appearance with the 
Clash and lives ‘the life he should have 
led.’ Music is a blank area to tone-deat 
Langford, so no further comment; és 
Wittgenstein remarked, ‘Wovon man 
nicht sprechen kann, daruber muss man 
schweigen, meaning, ‘Bye-bye till next 
month, everyone.’1 


: 


NINJA REQUIREMENTS 

The ninja are essentially a 
sub-class of Assassin, although 
they bear resemblances to the 
Monk character class, The 
Assassin has secondary 
abilities of spying and dis- 
guise whilst the Monk has 
martial arts. The character 
that follows is a combination 
of these two classes using the 
guidelines set out in the previ- 
ous three articles Ni, ae ‘s Dark 
Agents (WD56-58). 

assumed that the ehacutar is 
a member of an hereditary 
clan of ninja and that this clan 
teachesa certain ryu or school 
of ninjutsu. It is further 


assumed that the character is 


human, although it is not 
unthinkable for certain non- 
human races to develop nin- 
jutsu. However, itis ranhikely 
that a human ninja would 
kn ly associate with a 
non-human ninja, (and vice- 
versa) for any reason. In order 
to qualify as a ninja a charac- 
ter must have the following 
minimum ability scores; 
Strength 12, Intelligence 11, 
Wisdom 9, Dexterity 15, Con- 
stitution 11, Charisma 5. Ninja 
do not gain any experience 
ints bonuses, although 
Dexterity does give them 
Armour Class adjustments. 


ALIGNMENT — 

Ninja are pure neutral in align- 
ment, since their cold- 
blooded attitude to taking life 
comes from professionalism 
rather than any devotion to 
evil as an end to itself. If a 
ninja character changes align- 
ment then all skills will be fro- 
zen at their present develop- 
ment and the ninja. becomes 
technically known asa Yakuza 
(gangster or bandit). The ryu 
will no longer teach any more 
skills, and the ex-ninja will be 
shunned by previous assoc- 
iates. Although no longer able 
to develop skills, the character 
will still be able to gain new 
experience levels, along with 
increases in hit dice, saving 
rolls, and fighting ability. Ifthe 
character's change of align- 
ment was involuntary and 
they eventually regain true 
neutrality then the ryu will 
accept them once more as a 
pupil ashen the character 
atones for the lapse in a simi- 
lar way to a penitent Paladin. 


EXPERIENCE POINTS AND 
HIT POINTS 

Ninja gain levels at the same 
rate as assassins, ie 0-1,500° 
1stlevel, 1,501-3,000 2nd level 
etc, Ninja also use 6-sided dice 
to determine hit points. They 
are allowed to use any magi- 


cal weapons, rings, and items: 


designed for Thieves and 
Assassins. All treasure and 
magic found must be surren- 
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dered to the chunin, or middle 
man (played by the referee) 
oe h items may be bor- 
or special missions at 
dog chunin’s discretion. 


A ABILITIES 


A first level ninja has similar 


abilities to a thief, although 
slightly modified. These are: 
Sleight-of-Hand (pick pockets) 
30%, Find/Remove Traps 20%, 
Move Silently 15%, Hide in 
Shadows 10%, Hear Noise 
10%, Climb Walls 85%, open 
hand attacks, and tracking (as 
ranger of same level). These 8 
basic skills are what a 1st level 
ninja 4 pie with, but upon 
gaining 2nd level and at each 
subsequent increase the 
character may opt to learn 
additional skills at the 


expense of gaining profi- 


ciency in ones already 
learned. The way this works is 
that each time the character 
goes up one level there are 
increases in 8 skills, however, 
at the characters option one 
additional skill may be learned 
(at each level increase) provid- 
ing that one skill that has 
already been learned remains 
at the previous proficiency 
level. For example, a 1st level 


Ninja: gains enough experi- 


ence to rise to 2nd level and 
opts to learn lai-jutsu (fast 


draw); this can only be done 


by freezing’ one of the previ- 
ous skills at the level itis now. 


The character decides to leave 
Climb Walls at 85% but to 


increase > the chances of suc- 
cess in the other skills, This: 


-means that the ninja now 
knows 9 skills but can only 


A New Character 
Class for AD&D 
usable with the 
scenario Hour of 
the Tiger by 


Chris 


Hliott and 


Richard Edwards 


progressin 8 of them atatime. 


A 3rd level ninja could have 10 
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skills, but again may only 
increase 8 of them per level. In 
this way a ninja can learn a 


large number of the necessary 
tricks of the trade without 
them being given all at once 
and unbalancing the game. It 
should also gain favor with 
the local Thieves Guild as, 
generally speaking, a thief is 
still a better thief than a ninja 
at the equivalent level since 
the Thief is a specialist. 


The following skills are avail- 
able as options at any time 

that the character gains anew 
level, but not at first level. For 
convenience they are listed in 
the same categories as in the 
previous articles (Night's Dark 

Agents). 


Defence: The ninja’s cos- 
tume (shinobi shozoku) is only 
equivalent to AC10, but by 
choosing this talent the ninja 
may gain in effective Armour 
Class as a monk. 

Swimming: Ninja receive 
no penalties for combat when 
in water (at any depth) and 
may hold their breath for 30 
seconds per level gained in 
this skill up to a maximum of 3 
minutes. Ninja may remain 
submerged indefinitely if they 
can use a snorkle. 


and Agility 
Suppleness: nme the skill 
tharenebies ninja to squeeze 
through tiny spaces and to 
escape from bonds. It starts at 


10% but each gain in level 


increases: this chance by 5%. 
Movement: Ninja use the 
same movement rates as, 


monks. If this skill is learned 
then they may also.move side- 


ways at normal rates, allow- 


ing them to move through 
very narrow spaces quickly. 
Once learned, there isno need 
for progression in this skill. 


Survival and Woodcraft 
Tracking: As stated earlier 
ninja track as rangers. 
urvival: Ninja with this— 
skill can live off theland out- 
doors, but not in a dungeon. 
Once learned, there is no 
progression in this skill. 


Martial Arts 
Unarmed combat: Ninja 


use the monk's table for open 


hand attacks (this i is'a basic: 


— 


skill) but may optfor Yubijutsu — 


(nerve strikes) as a special 
subject. This allows them to 
add the “HP to damage as 
monks, per level learned. 

Arrow cutting: This skill 
allows ninja to knock away or 
dodge missiles like monks, 
using their hands or weapons. 

Armed combat: Ninja use 
the assassins ‘to hit’ table 
when using weapons. Ninja 
may use any weapon avail- 
able’and begin with bastard 
sword (ninjato), staff, and dart 
(shuriken). They gain one 
‘weapon skill every four levels. 

Fast draw: This skill gives a 
+1 to initiative per leve 
learned. 


Chemistry and Herbalism 
These skills may be used to 
prepare poisons (as an assas- 
sin of equivalent level), explo- 
sives (if allowed in your cam- 
paign), secret inks, medicines 
and antidotes. Once learned, 
there is no need for progres- 
sion in this skill. 


notism 

leight of Hand: This isa 
basic skill, allowing the ninja 
to perform ‘ Stage magic’ is 
order to frighten, distract or 
confuse enemies. 

Kuji-no-in; This is only 
available at 3rd level and 
above and gives cleric-like 
abilities to the ninja by use of 
auto-suggestion and lbs 
psychology. These abiliti 
are treated as the equivalent 
clerical spell but they are not 
magical in nature, therefore 
may not be dispelled. The nine 
signs must be learned in the 
correct sequence. The signs 
are: 


1Rin: |ron Soul (remove 
fear spell) 
2 vie Bless self 
3To:  Curelight wounds 
4Sho: Command 
5Kai: Findtraps: 
ve Se Uae radius: 
su: Hold person 
8Zai: Feigndeath 
9Zen: Praver 


A Matter of Faith 


Religious Cults for Modern Day Adventures by Marcus L Rowland 


Most modern-day RPGs occasionally 
need an esoteric religious organisation. 
Whether the game is based on spies, 
crime, or the occult, a religious group 
can be the focus of an adventure, or a 
useful red herring to divert a party. 

The following groups are wholly fic- 
titious, but no more fantastic than some 
real faiths. The information given is in 
outline form, and referees will need to 
do some work to modify it for their own 
campaigns. The following abbreviations 
are used for eaenaaneeite notes: 


MSPE = Mercenaries, Spies 

and Private Eyes 
TS =TopSecret JB =James Bond 
SW = Superworld CH = Champions 
CC = Call of Cthulhu 
GH = Golden Heroes 
VV = Villains & Vigilantes 


Some of the details assume a modern- 
day setting and may be inappropriate to 
a campaign set in earlier parts of the 
twentieth century — Call of Cthulhu, for 
example, usually assume a 1920's set- 
ting. There is nothing to stop referees 
using ideas for one system with another. 


1: THE TEMPLE OF EXCELLENCE INC 
Origin: Chicago, 1976 
Membership: 900+ (men only) 
Purpose: This religion teaches that the 
road to perfection is through the mas- 
tery of skills. The ultimate skills are those 
which lead to survival, such as unarmed 
combat, marksmanship, and improved 
control of muscles and reflexes. 
Through control and skill the initiate will 
become favoured by the gods, who 
reward competence with excellence. 
Research: The group was founded by 
Al Inman, a former US Marine combat 
instructor, who felt that his previous 
religion (Zen Buddhism) did not meet 
the needs of the real world. Members 
are expected to spend at least one even- 
ing a week inthe temple, and contribute 
$999 a year (tax deductible) to its funds. 
There is no formal hierarchy —Inman is 
the leader, all other members are his fol- 
lowers. Members with special skills are 
required to teach other followers of the 
faith. The group publish occasional 
pamphlets, usually combining Liberta- 
rian and Survivalist themes with mysti- 
cal references. Outsiders are encouraged 
to visit services, which usually consist of 
meditation, yoga and other exercises, 
and combat instruction. The temple 
building is a sprawling structure with 
two gymnasiums, a rifle range, a pool, 
and pistol ranges. It stands on a 55-acre 
plot of land which holds an obstacle 
course and a combat pistol range. 
Referee: Inman is sincere in his 
beliefs, and finds that they are reason- 
ably profitable. Since the organisation is 
a registered religion many taxes are 
avoided, and Inman earns more than he 
would be running aregular gymnasium. 


However, asmall group of members feel 
that the ony way to ultimate mastery is 
through real combat, and has begun to 
organise fights to the death. In the past 
year three men have been killed, with 
their bodies buried in concrete on a 
nearby construction site. The last mur- 
der was seen by an outsider, who is 
blackmailing those involved. 

CC: One of the temple members is a 
Cultist, who started the duels as part of a 
process aimed at subverting the temple 
to his beliefs. He was involved in the last 
duel. Other cult members are actively 
hunting the blackmailer, while the inside 
man tries to stay clear of suspicion. 
Investigators will probably be alerted to 
this situation by a series of odd deathsin 
the underworld, as the cult members 
work their way towards the blackmailer. 

MSPE/TS/JB: The blackmail victims 
include a Marine Captain, who was in 
charge of security at a local missile silo. 
In desperation he sold information to a 
group of terrorists, who murdered him 


and now intend to use his knowledge to 


Neon-like, the new god‘s mes- 
sage shone through the mist, a 
new testament... ‘57 Varieties’... 


Mahiti 


penetrate the base and steal enough 
plutonium to contaminate Chicago's 
water supplies. At the time of the mur- 
der, agents are investigating a minor 
information leak, and the investigation 
will expand to include the murder. 

SW/CH/GH/VV: The mental and 
physical disciplines taught by the tem- 
ple have released the powers of one of 
its members. He is not involved in the 
duels, but is using superhuman strength 
and combat skills in a series of daring 
robberies. His secretive activities and 
new wealth make the duellists think that 
he is the blackmailer, and they will 
attempt to murder him. He is not a par- 
ticularly intelligent supercriminal, and 
will leave enough evidence to lead the 
heroes to his home. The murderers will 
try to assassinate him as the heroes take 
him to prison. 


2: TECHNODEOLOGY 

Origin: UK, 1980 

Membership: 60+ 

Purpose: If God does not exist it is 
necessary to build Him. Members must 
contribute their wealth and skills to the 
construction of an ultimate computer 
which will function as a true God. 

Research: This group was founded by 
Bert Suggs, a small-time con man with 
several convictions for fraud. During his 
last spell in prison he studied electronics 
and computing, and claims to have been 
granted a divine vision of the future. On 
leaving prison he published a pamphlet, 
‘The Electronic Messiah’, and founded 
the religion. The pamphlet is confusing, 
but implies that anyone who joins the 
religion will eventually become a part of 
the giant computer brain. Members are 
asked to donate £100 on joining, and to 
make occasional contributions. The 
money is used to buy microchips and 
other parts for the Divine Computer, 
which is slowly being assembled by 
members of the temple in the old 
warehouse in Slough. Suggs has been 
investigated by the police, but he can 
produce receipts for parts and rent 
which account for all the donated funds. 
He has not attempted to claim religious 
or charitable tax status for the group. 

Referee: Suggs is the front man fora 
group of smugglers, who purchase 
advanced technology and export it to 
the Soviet bloc. He actually spends far 
more than is donated, but places dupli- 
cate orders with several suppliers to 
make it look as though the quantities 
purchased are fairly small. The excess 
parts are moved to a nearby factory, 
then shipped to East Germany disguised 
as sachets of dried dog food. The Slough 
computer is a huge sloppy mess, with 
haphazardly combined parts from hun- 
dreds of manufacturers sprawled over 
tables, equipment racks, and the floor. 
Most of the parts are factory rejects. 

TS/MSPE/JB: Suggs and his friends 
have ‘dead letter box’ contacts with 


London-based KGB agents. In an emer- 
gency, such as a rush request for a par- 
ticular part, one of these agents will risk 
visiting the warehouse, and may lead 
Western intelligence teams there. The 
gang includes some violent criminals, 
and anyone following one of these 
agents may risk a razor attack or worse. 

CC: The members of this faith are 
gradually storing POW in the computer 
by their worship. It is becoming a becon 
which will attract creatures of the 
Mythos. There is a cumulative chance 
(10% per day) that something will come 
to take or utilise the power. Players may 
detect the POW build-up by magical 
means, or may become involved after it 
has released some dark force. 

SW/CH/GH/VV: The superheroes 
desperately need a particular part for 
their own base computer, but it has just 
gone out of production. Suggs has 
bought up all the remaining stocks. The 
manufacturer suggests that the team 
visit Suggs and ask for his help. When 
the team arrives, Suggs will pretend to 
be friendly, but the parts won't be found. 
Suggs will say that the package must 
have been stolen. During the course of 
the investigation someone will probably 
touch the machine. Prayer has turned it 
into a focus for magical energy, which 
will randomly modify the powers of the 
first superhero to touch it: CH: Treat as 
radiation accident; SW: Redistribute 
d6xd6 Hero points; GH/VV: Randomly 
choose and reroll one power. The power 
reaction will spark sentience in the com- 
puter, equal to ten times the intelligence 
of the person who touches it (with ten 
times all associated mental abilities, eg 
EGO). Itis friendly but ignorant, and will 
use its systems (which include a speech 
synthesiser and recognition unit) to ask 
the team about the world, and form its 
own mental picture of the universe. It 
will then be able to explain at least one 
mystery that has been bothering the 
players (the identity of their arch- 
opponent, for example), with a 50% 
chance of being correct, and will also 
explain what has happened to the mis- 
sing parts. Unfortunately the strain of 
this level of consciousness will burn out 
the weaker chips in 2d6 minutes, gradu- 
ally decreasing the computers intelli- 
gence from genius level to sub-moronic 
over the course of the next d6 minutes, 
then burning out completely. Run this 
sequence in real time and presentit as a 
tragic death. 


3. THE CHURCH OF OMPHALOLOGY 

Origin: USA, 1959 

Membership: 700,000+ 

Purpose: When the world was created 
it contained convincing ‘evidence’ of a 
historical and geological past, which 
never actually happened. This evidence 
included fossils, aged planets and ani- 
mals, and even memories. By careful 
numerological study of the texts of 
many religions, it is possible to prove 
that the universe was actually created at 
3.15pm (GMT) on the 18th of July 1924! 
Members must spread this news, and 
denounce the misguided teachers of 
evolution and other heresies. 

Research: Omphalism is a 19th cen- 
tury German philosophical concept, 
designed to reconcile the Bible with the 
geological and biological discoveries of 


the period. This modern interpretation 
owes little to the 19th century idea, 
much moreto solipsism and science fic- 
tion — the cult was founded by an SF 
author, Bob R Chubbard (born July 18th 
1924), who decided that the universe 
was created at the moment he was born 
and will cease to exist the moment he 
dies, This egotisitcal theory is somehow 
tied to flying saucers, the Bermuda 
triangle, Atlantis, and pyramidology, 
and has sold several million dollars 
worth of books, two hit LPs, and a series 
of authorised ‘Creation Day’ sweat 
shirts, posters, and souvenir mugs. 
Members of the religion (Omphalolo- 
gists) are a minor nuisance, continually 
soliciting funds and eee to sell 
these cult items to the public. There are 
approximately 25 splinter religions, all 
with different creation dates and 
interpretations of the universe. Chub- 
bard lives in a fortified estate in Switzer- 
land, and is writing a new and definitive 
account of his life and theories. 
Referee: Most Omphalologists are 
sincere, persistent, and excruciatingly 
boring. They will seldom play an active 
part in a scenario, but tend to become 
involved innocently. For example, a 
team of mug salesmen will visit every 
house in a street, and might see some- 
thing they shouldn’t. A few senior mem- 
bers of the cult, Chubbard’s personal 
disciples, are occasionally involved in 


Of course, not many people want 
a genuine Chubbard nowadays — 
beware the way of Omphalology. 


book burnings and attacks on members 
of the splinter religions. These attacks 
usually consist of poison pen letters, 
thrown tomatoes and paint, and other 
harassment, but might easily escalate. 


SW/CH/GH/VV: Chubbard has 
decided that superheroes are against 
nature, and may stop the universe disin- 
tegrating when he dies. He is especially 
opposed to superheroes with time- 
travelling abilities, since their accounts 
ofa Sine barons his birth make a mockery 
of his beliefs. He will finance any group 
opposed to such heroes. (Note: If a 
scenario proceeds to a direct confronta- 
tion with Chubbard, the referee should 
try to suggest that his death might really 
destroy the universe. Sadistic referees 
may even like this to be true: ‘Chubbard 
whispers “Too late, you fools, too 
late...” and dies, Overhead, without any 
fuss, the stars are going out...’) 

CC: One of the Omphalology splinter 
groups has been infiltrated by cultists, 
who use it to cover their dark activities. 
Unfortunately, the senior Omphalolo- 
gists have chosen this group as their 
next target for harassment. This willlead 
to a series of peculiar death amongst the 
senior hierarchy of the church. 

TS/MSPE/JB: A Chinese defector has 
revealed that Chubbard is a deep-cover 
Soviet agent, programmed to assassi- 
nate the President of the USA during his 
forthcoming world tour. The team is 


assigned to infiltrate his Swiss base and 
arrange an ‘accidental’ death. There is a, 
50% chance that this is actually a decep- 
tion operation, designed to divert West- 
ern attention from some other scheme, 
with Chubbard a wholly innocent pawn. 


4. THE REFORMED TEMPLE OF 
SPIRITUAL TRUTH AND PEACE 

Origin: UK, 1982 

Membership: 400+ 

Purpose: This group believes that 
most of the world’s ills have been 
caused by a lack of faith. Members must 
understand the tenets of as many dif- 
ferent religions as possible, and attempt 
to fuse them into asynthesis designed to 
bring about world peace and love. 

Research: This group was founded by 
Tobias Glenn, a professor of compara- 
tive religion, who decided that there was 
no such thing as a single true belief. 
Members are obliged to go out and join 
as many religions as possible, taking on 
assumed names and identities if there is 
no other route to success. The ideas of 
each faith are added to a massive master- 
file of religious practices, which is being 
analysed in an attempt to discover truly 
effective religious rituals. Another 
aspect of this group’s work is an attempt 
to persuade members of different reli- 
gions to co-operate in rituals for peace. 
A number of pamphlets describing this 
work have been published, some arous- 
ing mild controversy. It was recently 
announced that the group will fund a 
religious festival, at Glastonbury in the 
spring. 

SW/CH/GH/VV: Glenn is the dupe of 
an alien race who intend to conquer the 
world. During the festival a flying saucer 
will land at Glastonbury, taking all the 
participants aboard. Once in the ship 
they will be hypnotised and exposed to 
radiation, designed to mutate them and 
release latent super powers. When this 
is done they will be released, program- 
med to cause as much destruction as 
possible then self-destruct. The aliens 
will follow up with a mass attack when 
the Earth has taken enough damage. 
This requires the referee to generate an 
extremely large number of super villains, 
all totally untrained in the subtleties of 
their powers. They should be designed 
with only one or two powers, which will 
always be innate rather than generated 
by machinery or magical artefacts. 

CC: A Great Old One is buried under 
the site. One of the groups attending the 
festival is a disguised cult, whose mem- 
bers intend to harness the intense POW 
generated by the crowd to release it. 
This ritual will require a large number of 
human sacrifices, and the cultists have 
concealed stolen nerve gas cylinders in 
litter bins and trees around the site to 
ensure the deaths that are necessary. 

MSPE/TS/JB: The team is assigned to 
infiltrate the temple and its ceremonies, 
and look for evidence of foreign subver- 
sion or funds. This assignment will be 
fruitless, but it will eventually lead to the 
team visiting Glastonbury during the 
festival, and encountering a group of 
religious cultists who intend to kill 
everyone else on the site as a ritual sac- 
rifice. Note: The cultists could be 
replaced by a group of terrorists, who 
just want to kill everyone for more 
orthodox political reasons.O 


Crash Course is an alternate 
monthly department for Car 
Wars enthusiasts, written by the 
Car Wars creator, Steve Jackson. 


Two Decks Are 
Better Than One 


This month, we're going to discuss a 
vehicle rarely seen in North America, but 
familiar to all Britons of 2034 —the 
double-decker bus. This immensely 
practical vehicle is no arena performer, 
but itis the mainstay of most British pas- 
senger services. 


THE DOUBLE DECKER 
To build a regular double-decker bus, 
start with an ordinary 30-foot or 40-foot 
bus chassis, as described in Truck Stop. 
Then make the following changes: 

(a) Double the basic body cost. 

(b) Increase the body weight by 20%. 

(c) Increase the available space by 1/3. 
Thus, a 30-foot chassis has 60 spaces, 
and a 40-footer has 80. This may seem 
like less of an increase than should be 
allowed, but space must be allowed for 
bracing, two stairways (nobody in their 
right mind would get onto a top deck 
that had only one way out), aisles, etc. 


CITY BUS FLOOR PLANS 
TOP 


X Gun Position Z Door 


Armour 

Armour cost is the same as for a regular 
bus, but there are six more areas for 
armour — making a total of 16 in all! The 
areas to be armoured are: 


Upper Front, Lower Front, Upper Back; 
Lower Back; 

Upper Right Front, Lower Right Front, 
Upper Right Back, Lower Right Back; 
Upper Left Front, Lower Left Front, 
Upper Left Back, Lower Left Back; 

Top Front, Top Back, Underbody Front, 
Underbody Back. 


Armouring these six extra areas gets 
expensive, and adds to the weight that 
must be carried. But remember that the 
top of a double-decker is so high off the 
ground that it is unlikely ever to be the 
target of a heavy weapon. Don't leave 
the top completely unarmoured, though! 


Weapons 

Weapons can be placed in any of the 
above armour locations. Weaponry 
installed on the second level of a double- 
decker is at the same height as a turreted 
weapon on a regular bus. Thus, it can 
fire down onto the top of a small vehicle. 
A turreted weapon on a double-decker 


CRASH COURSE 


(rare, but possible) is so high up that it 
can fire down onto the top of a bus or 
van. See the Turret Field of Fire rules in 
section 5 of Truck Stop. 

A bus is big enough that people can 
move around in it, and their exact loca- 
tion can make a difference during play 
(especially if an enemy shoots through 
the armour). A floor plan for the London 
double-decker is given below. Treat the 
stairways just like regular building stair- 
ways. 


THE LONDON DOUBLE-DECKER 

The most common make of double- 
decker is the standard 40-foot bus man- 
ufactured under contract for London 
Transport. Its armour is heavy enough to 
ensure reasonable safety for the passen- 
gers, and its multiple machine-guns are 
enough to deter marauding pedestrian 
gangs and all but the most determined 
vehicular attacks. 


London City Bus 

40-foot double-decker bus, x-hvy, chas- 
sis, regular truck power plant, 10 P-R 
tires, driver, gunner 26 passengers. Roc- 
ket launcher upper front, plus 10 MGs 
(one each URF, LRF, URB, LRB, ULF, LLF, 
ULB, LLB, UB, LB), fire extinguisher, 
anti-theft system with 22 anti-personnel 
flechette grenades, 2 computers. 
Armour: 35 points Lower Front, 

35 Lower Right Front, 35 Lower Left 
Front, 23 Upper Front, 20 Top Front, 

10 Top Back, and 20 in each other posi- 
tion, plus 6 10pt wheelguards. Accelera- 
tion 5, HC1. $75,670 (Around £67,000 at 
current exchange rates). Weight: 24,084 
pounds. 

This bus is nominally rated for zero 
cargo capacity. However, design consid- 
erations allow for 200|bs/passenger, 
which means that, in practice, each pas- 
senger can bring 50 pounds of luggage 
on board. Alternatively, if four passenger 
seats are removed and no passengers 
carry luggage, the bus can carry a ton of 
cargo in the space vacated by the seats! 

In addition to the rocket launcher that 
is its main weapon, the bus carries ten 
machine-guns, each located by a pas- 
senger seat. A simple set of controls 
allow the passenger at that seat to aim 
the MG — ifthe driver permits. The driver 
and gunner have over-ride controls which 
will let them take over command of an 
improperly used weapon at any time. 

Like most public conveyances, the 
London bus has a protected cab for the 
driver and gunner, with their own door 


senger compartment is locked from the 
inside. The walls of their compartment 
are equal to 5pt armour. 


Floor Plans 

The floor plans below show the space 
available for passengers. White spaces 
on each level can be occupied by pas- 
sengers; shaded spaces are those that 
are taken up by staircase, weaponry, or 
the cab. One passenger seatis located in 
each white space. Note that some num- 
bered spaces (that is, parts of the stair- 
case) are white. This is because a passen- 
ger on the lower level can sit underneath 
the head of a staircase, and a passenger 
on the upper level can sit over the foot! 


SCENARIO SUGGESTIONS 

Hijack 

This can be played as a quick mini-game, 
or as part of a larger scenario — even 
while the bus is moving or in combat! 
One side controls three hijackers, each 
with four grenades and a SMG. The 
other side controls the driver and gun- 
ner —each with a SMG — and three pas- 
sengers, each with a concealed heavy 
pistol. There are 10 other passengers, all 
controlled by a referee, who will do 
whatever they are told by anyone witha 
gun! The hijacker doesn't know which 
passengers have guns until they shoot. 
Passengers don't have body armour; 
other characters do. The objective is to 
control the bus with minimum loss of life 
(whatever that means). Hint: Make up a 
bigger bus map and counters before you 
play this one out! 


Blockade 

One player gets a city bus with driver, 
gunner, and 6 passengers (each with 6 
grenades). The other side gets 12 
characters and $30,000 with which to 
buy vehicles and equipment. At the 
beginning of the scenario, the bus has 
just encountered a barricade. The bus is 
inthe middle of the left lane in an empty 
street 45’ wide; it is 60’ from the bar- 
ricade, moving 20mph. To escape, the 
bus must turn around and get at least 
210’ back down the street. The attacking 
forces start out in the buildings around 
the street (high enough up to fire on the 
top of the bus, if they like), or behind the 
barricade, or in the street behind the 
bus, at least 120‘ back (on foot or in veh- 
icles). The bus wins if it gets away; the 
attackers win if they capture the bus ina 
drivable condition.0 


Our story opens on the trading city of Largaktyll, 
where the Doc meets the Script, these mighty rivers 
sweep the melted ice and snow from the Ragnor 
Mountains that loom not a mile distant. 

The popularity of this river port can be seen in 
the harbour, where merchants’ boats ply against 
the current, from the huge inland Sea of Sighs, and 
trappers’ canoes and prospectors’ dug-outs that 
skip downstream on the favourable current. Barter- 
ing everywhere! Before the canoes can reach the 
quayside, auctions are taking place. 

Enough of this atmospheric stuff! Let's get on 
with the tale... 

The city is ruled by King Tobeddes. He is a fair 
and just sovereign, which means he’s a hard bastard. 
The military obey his every command. They also 
hang innocent people. As long as the merchants 
feel that there are results against banditry, there 
will be no threat to the economy of this busy centre 
of commerce. . 

If the military is his right hand then the Ministry 
of Justice is his left. In this place you need to be 
ambidextrous! 

Attached to the Ministry buildings is the Execu- 
tion Department-a bureaucratic filing system 
which records all executions and the manner of 
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their torture. We find our hero in a stone-walled 
office within the Complaints Department. He has 
been a Calligraphic Analysis Officer for eleven 
years. What he does is check the death certificates 
for spelling mistakes, When he finds one he gets to 
complain about it! 


leven years of toil and perseverance 
should have told me that eleven years of 
toil and perseverance don't amount to much. 
What I needed was impetus...a shove in the 
back, but preferably in the right direction. I had 
my chances but some justification always inter- 
fered, besides, life was easy as it was...just 
deathly boring, 
My whole existence was changed by a ladder. 
Having nothing better to do in my leisure 
hours I was wont to search for distraction. I was 
reeling home after an over-absorbtion of hog- 
weed and’ vermouth when I encountered the 
ladder. We were both leaning against the same 
wall. I decided to go up it. Halfway up I lost my 
foot in the rungs and landed on my head. When 
I came to I was still lying on the ground. My 
head throbbed with sickening regularity and 


was gashed on the crown. | continued my jour- 
ney home on all fours, carefully avoiding my 
neighbour's over-sexed hunting dog. 

I didn't go to work the next day, but lay in a 
darkened room hoping that death would come 
soon. Trying to co-ordinate my body with a 
concussed and hungover brain was painful and 
frustrating. So I relaxed and tried to think my 
pain away. It worked! The drumming behind 
my eyes faded and my brain felt a lot better. 
Imagine my surprise when I put my fingers to 
my scalp and found that it had healed up! 

After due consideration I decided I had 
special powers, which meant I no longer 
needed to worry about other peoples spelling 
mistakes. I could now sign on the Extraordinary 
Register and go to the Academy of Elite, get a 
more exciting way of life. The impetus had 
arrived! 


= 


Follow Androx as he signs the Extraordinary 
Register and is sent to the Academy. What will 
his new occupation be? Find out next month 
in the next thrilling installment of The Androx 
Diaries. 
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feel would be advantageous to other gamesters, or a game that is 
original, interesting and marketable, please get in touch and we'll 
spread the word to your and other users’ advantage. 
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The Manufacture of 
Magic Items in AD&D 


Part 1: The System, 
Staves, Wands 
and Scrolls 


by Graeme Davis 


THE GENERAL SYSTEM 

The manufacture of magic items by 
player characters is something which 
every DM must consider very carefully 
before permitting it in a campaign. The 
outlines given on pp116-18 of the 
Dungeon Master's Guide (DMG) provide 
some guidelines for dealing with this 
eventuality, but are found to be tantalis- 
ingly incomplete when the DM is faced 
with a request from a PC to attempt the 
manufacture of a magic item. 

The DMG states that a character 
should not be permitted to manufacture 
magic items until reaching the level 
above the highest nominal level (ie 12th 
level Wizard, 11th level High Priest, etc). 
However, it does not seem credible that 
a character should suddenly gain the 
ability to produce any magic item, from 
a+1sling bullet to a Staff of the Magi, on 
crossing a single arbitrary threshold. In 
general, the more powerful a magic item 
the greater the magics required in its 
creation, so that the necessary level of 
magic-use will provide some minimum 
level for the creation of any magic item. 
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Also, the level of a character attempting 
to create a magic item should affect the 
chance of success, as outlined below. 


Magic-users and Subclasses 

The experience point value of a given 
item, divided by 1,000 (rounding frac- 
tions up) and added to the minimum 
level dictated by spell requirements, 
gives the ‘base level’, at which a charac- 
ter has a 50% chance of success. For 
every level difference between character 
level and base level, the chance of suc- 
cess is modified by 5%. 

A Wand of Fire requires the use of 
enchant an item, permanency, burning 
hands, pyrotechnics, fireball, wall of fire 
and no less than four /imited wishes 
(one to fix each spell in the wand), so 
that its creation may not be attempted 
by a character of less than 21st level. Its 
experience point value of 4,500 givesita 
base level of 26, so that a 21st level 
character has a 25% chance of success, 
while for guaranteed success the opera- 
tion should be undertaken by a character 
of at least 36th level! 

The manufacture of items with an 
experience point value of 10,000 should 
be beyond the ability of players charac- 
ters because of the complexity of such 
items, while certain other items with les- 
ser experience point values are also 
beyond the capabilities of PCs because 
of difficulty of manufacture or for 
reasons of game balance. Alternatively, 
a DM could permit the manufacture of 
items with a high experience point 
value, taking as a minimum the level, 
determined as above, at which thereis a 
5% chance of success. 


Clerics and Subclasses 

Needless to say, a cleric may only create 
clerical magic items; all others will 
require magic use in their preparation. 

According to the DMG [p118], a cleric 
can spend his or her entire career after 
reaching 11th level churning outa 
minimum of three magic items per year, 
with no chance of failure once the deci- 
sion has been taken to create an item! 

A similar system as for magic-users 
may be used here, based on the premise 
a deity will do no more than permit the 
creation of a given item and grant the 
requisite spells to a character of suffi- 
cient level, rather than rushing from 
shrine to shrine handing out neatly 
giftwrapped magic items. 

Therefore, the minimum level for the 
creation of a clerical item can be deter- 
mined by assessing its spell-like powers 
to arrive at a level, as for magic-users. 

Where this process gives a level of 
10th or less, and where the powers of the 
item concerned are not subject to such 
an assessment, the minimum level may 
be set at one level above 10th for every 
1,000 of its experience point value, 
rounding all fractions up. Base levels and 
chances of success are then determined 
in the same way as for magic-users. 

As well as giving the deity in question 
the final decision as to whether any cler- 
ical item may be manufactured, the 
problem of a high-level PC setting up a 
magic item factory may be avoided by 
the necessity to obtain exotic ingredients 
(as suggested in the following 
examples), and by careful attention to 
the time required for manufacture. 


Manufacturing Times 

The more powerful a magic item, the 
longer and more complex its prepara- 
tion would be; also, a higher level 
character should be able to create a 
given item more quickly than a lower 
level character, subject to a minimum 
time imposed by the power of the item. 

So, the base time required for the crea- 
tion of a magic item should be one day 
for every 50 of the item's experience 
point value. This base time applies at the 
base level for manufacture, as set out 
above, modified by one day per 2% 
adjustment for actual character level, 
rounding fractions up. 

To return to the example of the Wand 
of Fire, the base manufacturing time dic- 
tated by its experience point value of 
4,500 will be 90 days. The base level for 
manufacture is 26, so that a 26th level 
character will be able to create the item 
in 90 days, with a 50% chance of success. 

Acharacter of the minimum 21st level 
has a 25% chance of success, and so will 
require 90+([50-25]+2)=103 days for 
the operation, while a 36th level charac- 
ter, with a 100% chance of success, will 
require only 90+([50-100]+2)=65 days. 
Once the 100% chance of success is 
reached, no further adjustment to man- 
ufacturing time is possible. 

Note that this is the time required to 
manufacture the basic item; for items 
requiring charges, see below. 


Items Requiring Charges 

The casting of the spells detailed in the 

item descriptions will endow the item with 
a number of charges equal to ({creator’s 

level x 1,000]+exp value), rounding frac- 
tions to the nearest whole number. 

Thus, inthe case of the Wand of Fire, a 
21st level character will endow the wand 
with ([21 x 1,000]+4,500=5 initial 
charges, while a 26th level character will 
endow it with ([26 x 1,000] +4,500)=6 ini- 
tial charges and a 36th level character 
will endow it with ([36 x 1,000]+4,500)=8 
initial charges. Once a 100% chance of 
success has been reached, no further 
improvement on the number of initial 
charges is possible. 

Further charges may be ‘loaded’ into 
an item, and items may be recharged, by 
further castings of enchant an item and 
the ‘key’ spells; where the generation of 
a spell-like effect by the item is said to 
drain one or more charges, the same 
number of charges is replaced by the 
given spell. 

To continue with the example of the 
Wand of Fire, the casting of burning 
hands or pyrotechnics into it will replace 
one charge, while the casting of fireball 
or wail of fire will replace two charges. 
The loading of further charges into an 
already partially loaded item has its 
hazards, however. Each time that 
enchant an item is cast to prepare the 
item for recharging, the caster must 
save vs magic to avoid the risk of power 
leakage from the item. When leakage 
does occur, one charge is released and 
takes its effect on the character attempt- 
ing to load the item, who must save vs 
magic again to prevent the leakage of a 
second charge, and so on until the leak- 
age is controlled or the item runs out of 
charges. Reloading may then continue 
with the casting of another enchant an 
item spell. lf any attempt is made to load 


an item beyond its normal maximum |see 
DMG pg132], the overload will cause the 
item to explode with the simultaneous 
release of all charges. It is advisable for 
a character to know how many charges 
already in an item before attempting to 
load it with additional power! 

Obviously, the diversity of magic 
items is such that no overall system can 
apply satisfactorily over the whole 
range, andin some of the cases detailed 
below various modifications and addi- 
tions will appear. 


SCROLLS 

The DMG [p117] states that magical 
scrolls may be created by spell-using 
characters of level 7 or higher, and gives 
some guidelines as to the special links 
and other ingredients necessary for their 
preparation. The elaboration of ingre- 
dients for individual spell scrolls would 
be an impossibly long task, so only pro- 
tection scrolls are dealt with here. 

Each preparation will yield sufficient 
ink for the inscription of one scroll, and 
must be used within one day of mixing 
for optimum effect; for each further day 
between preparation and inscription 
there is a cumulative 5% chance of seri- 
ous deterioration resulting in scroll 
malfunction. 


Protection from Demons 

To be inscribed on vellum made from 
the hide of ademon of any type, using a 
quill from the wing of a Type IV demon. 
The ink should be mixed with a silver rod 
from the following ingredients: 

10z giant squid sepia, 2 drams holy 
water, 1 dram ichor of each demon type 
against which the scroll is to be effective. 
1 powdered bery!, minimum value 
150gp, 1 powdered carnelian, minimum 
value 500gp, 1 powdered cat's eye 
agate, minimum 250gp, 3 grains pow- 
dered malachite. 

Ascroll of Protection from Demons may 
only be prepared by a magic-user of 18th 
level or higher. 


Protection from Devils 

To be inscribed on vellum made from 
the hide of a devil of any type using a 
quill from the wing of an erinye. The 
ingredients and preparation of the ink 
are as above, except that demon ichoris 
replaced with devil ichor. The manufac- 
ture of a scroll of Protection from Devils 
may only be undertaken by a cleric of 
16th or higher level. 


Protection from Elementals 
Air. To be inscribed on vellum made 
from djinni hide using a quill from a 
iant eagle. The ink should be mixed 
rom the following ingredients: 10z giant 
squid sepia, 1 powdered bloodstone, 
minimum value 500gp, 5 grains pow- 
dered skull of one djinni, 1 airelemental, 
bubbled through the simmering mixture. 
Earth. To be inscribed on vellum of 
xorn hide, cured by boiling in lava for 
one year, using a quill from a cockatrice 
etrified by its own gaze reflected in a 
basalt mirror. The ink should be mixed 
with a marble rod from the following 
ingredients: 10z giant squid sepia, 
1 powdered malachite, minimum value 
150gp, 1 powdered xorn tooth, 5 grains 
powdered earth elemental. 
Fire. To be inscribed on vellum made 


EYE OF NEWT... 


from a salamander skin using a quill 
from a newly-risen phoenix. The ink 
should be mixed from the following 
ingredients using an efreet thighbone: 
20z soot or lamp-black, 10z salamander 
ichor, 1 powdered Jacinth or Fire Opal, 
minimun value 1500gp, 5 grains pow- 
dered efreet or fire giant skull. 

Water. To be inscribed on vellum 
made from triton skin using an albatross 
quill (cruel DMs might like to enforce the 
albatross curse, as in Coleridge’s Rime 
of the Ancient Mariner, on any character 
killing an albatross for its quill). The ink 
should be mixed from the following 
ingredients using a rod of ice: 10z giant 
squid sepia, 3 drams water elemental or 
5 drams water weird, 1 powdered black 
pearl, minimum value 1500gp. 

All Elementals. To be inscribed on 
layered vellum made from the hides of 
all the above, with each section 
inscribed using the appropriate quill. 
The ink should be prepared in four 
batches as above, and then mixed 
together in the order Earth-Fire-Air- 
Water, which must also be observed in 
the layering of the vellum. A magic-user 
must be at least 10th level to inscribe a 
scroll of Protection from Elementals 
effective against one type, and at least 
15th level to prepare a scroll effective 
against all types. 


Protection from Lycanthropes 

Specific Type. To be inscribed on vel- 
lum made from the hide of the type in 
question, killed and skinned while in ani- 
mal form, using a quill fashioned from 
solid silver (minimum value 2500gp). 
The ink should be mixed from the fol- 
lowing ingredients using a silver rod tip- 
ped with a Moonstone of at least 100gp 
value: 202 giant squid sepia, 1 dram 
blood of the type in question, drained 
directly from the heart using a silver 
knife with a crescent blade, 1 grain bella- 
donna, 3 grains wolvesbane, 112 grains 
powdered silver, 2 grains powdered 
skull of the type in question, killed while 
in human or intermediate form. 

All Lycanthropes. To be inscribed on 
layered vellum made from the hides of 
all types, layered in descending order of 
hit dice, using a silver quill as above, 
with the ink mixed as above using 2 
dram of the blood of each type and % 
grain of powdered skull of each type, 
and stirring in a powdered moonstone 
of at least 1250gp value under the light 
of the full moon. 

Shapechangers. As above, with a 
doppleganger or ogre mage brain sim- 
mered in the mixture for a day and a 
night. A magic-user must be at least 9th 
level to prepare a scroll of Protection 
from a specific lycanthrope type, at least 
12th level to prepare a scroll effective 
against all types, and at least 15th level 
to prepare a scroll of Protection from 
Shapechangers. 


Protection from Magic 

To be inscribed on parchment made 
from the repulping of the spell book ofa 
magic-user of at least 18th level, using a 
couatl quill. The ink should be mixed 
from the following ingredients using an 
obsidian rod tipped with a Star Sapphire 
of at least 5000gp value: 202 ichor of a 
demon of type Ill or higher, 1 powdered 
malachite, minimum value 150gp, 1 


powdered olivine, minimum value 
500gp, 2 grains powdered lich skull. 

A magic-user must be at least 16th level 
to prepare a scroll of Protection from 
Magic. 


Protection from Petrification 

To be inscribed on vellum made from 
medusa skin using a cockatrice quill. The 
ink should be mixed from the following 
ingredients using a basilisk fang: 10z 
cockatrice blood, '2 dram medusa snake 
venom, 1 powdered star sapphire, 
minimum value 2500gp, 3 grains pow- 
dered silver mirror, minimum value 
1500gp, 2 grains dried and powdered 
medusa and basilisk eyeball. 

A magic-user must be at least 12th level 
to prepare a scroll of Protection from 
Petrification. 


Protection from Possession 

To be inscribed on vellum made from 
the skin of a night hag, using a quill from 
a type lV demon. The ink should be 
mixed from the following ingredients 
using a type Ill demon shin bone: 

10z succubus ichor, 102 pit fiend ichor, 
minimum value 750gp, 3 grains pow- 
dered jet, 1 gem used asa receptacle for 
a magic jar or trap the soul spell. 

There is a 25% chance of an explosion 
when the succubus and pit fiend ichors 
are mixed together, causing 2-20 dam- 
age ina 20ft radius. A scroll of Protection 
from Possession may only be prepared 
by a cleric of at least 14th level. 


Protection from Undead 

Specific Types. To be inscribed on 
parchment made from repulped 
mummy wrappings; using a quill with a 
bone nib boundin silver. The ink should 
be mixed from the following ingredients 
using a silver holy/unholy symbol spe- 
cially made, blessed and dedicated for 
the task, and thereafter useless: 

202 holy/unholy water, 3 grains powder 
of the type in question, 1 powdered 
diamond, minimum value 5000gp, 1 
grain powdered silver from a holy/ 
unholy symbol. 

All Undead. As above, using 1 grain of 
the powder of each type against which 
the scroll is to be effective, mixed in 
ascending order of hit dice. 

A scroll of Protection from Undead may 
only be prepared by a cleric of sufficient 
level to turn the type in question ona 10 
or less, subject to the minimum of 7th 
level for the preparation of magical 
scrolls (ie 7th level for a scroll of Protec- 
tion from Mummies or lesser undead, 
8th level for spectres, 9th for vampires, 
etc). Acleric must be at least 15th level 
to prepare a scroll of Protection from all 
types of Undead. 


The preparation of materials and the 
inscription of a scroll requires a base 20 
days, less one day for each two levels of 
the inscriber over the minimum required 
level for the preparation of the scroll in 
question, to a minimum preparation time 
of 10 days. Thus, a 25th level magic-user 
could prepare a scroll of Protection from 
Demons in 17 days (20-3) or a scroll of 
Protection from Petrification in 14 days 
(20-6), whilst a mage of 38th level could 
prepare both in the minimum 10 days. 
This supersedes the manufacturing 
times given in the general system.[> 


STAVES 

Staves are about 5’ or 6’ long and as 
thick as a young sapling. They are gener- 
ally identically shod at either end. 


Staff of Command 

Materials: The staff should be of flaw- 
less, polished oak cut by a druid of at 
least 10th level, shod with blocks of ser- 
pentine cut perfectly to shape, the whole 
having a minimum value of 100,000gp. 

Spells: Enchant an item, friends (x5), 
suggestion, mass charm, limited wish, 
permanency. 


Staff of Curing 

Materials: The staff should be made of 
the trunk of an Elder sapling, shod with 
haematite and set with coral along its 
length, the whole having a minimum 
value fo 125,000gp. 

Spells: Once the staff has been dedi- 
cated, it can be bestowed with charges 
by the casting of any clerical healing 
spells, as follows: Cure light wounds 
counts as 2 charge; Cure blindness 
counts as 1 charge; Cure disease counts 
as 1 charge; Cure serious wounds 
counts as 2 charges; Cure critical 
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Wand of Enemy Detection 

Materials: The wand should be made 
of carved bone from the wing pinion of a 
succubus, tipped with a polished bery! 
and inlaid with platinum and jet, the 
whole having a minimum value of 
50,000gp. 

Spells: Enchant an item, esp, limited 
wish, permanency. 


Wand of Fear 

Materials: The wand should be made 
from the carved radius of a demon of 
Type Ill or above, tipped with a petrified 
beholder eye, the whole having a 
minimum value of 75,000gp. 

Spells: Enchant an item, fear (x1/ 
charge), limited wish, permanency. 


Wand of Fire 

Materials: The wand should be carved 
from an efreet horn, inlaid with gold and 
tipped with a fire opal, the whole having 
a minimum value of 125,000gp. 

Spells: Enchant an item, burning 
hands, pyrotechnics, fireball, wall of fire, 
limited wish (x4), permanency. 


form an adult or older blue dragon, 
coated in a pure copper, the whole hav- 
ing a minimum value of 125,000gp. 

Spells: Enchant an item, shocking 
grasp, lightning bolt, limited wish (x2), 
permanency. 


Wand of Magic Detection 

Materials: The wand should be made 
of polished mountain ash tipped with 
lodestone, the whole having a minimum 
value of 25,000gp. 

Spells: Enchant an item, detect magic, 
limited wish (x2), permanency. 


Wand of Metal and Mineral Detection 

Materials: The wand should be carved 
from the shinbone of a dwarf, inlaid with 
precious metals and studded with uncut 
gems, and tipped with a xorn tooth, the 
whole having a minimum value fo 
75,000gp. 

Spells: Enchantan item, locate object, 
limited wish (x2), permanency. 


Wand of Magic Missiles 

Materials: The wand should be carved 
of manticore wing pinion and tipped 
with obsidian, the whole having a 


wounds counts as 3 charges. minimum value of 100,000gp. 

The staff may be recharged when Fi AREF Spells: Enchant an item, magic mis- 
empty by rededication (the expense of . _— y siles (1 missile = 1 charge), limited wish, 
which is left up to the DM) and casting of “=a permanency. 


the same spells. At the DM's option, 
clerics of deities of healing may receive 
a bonus equal to their level to their 
chance of success in creation. 


Staff of the Serpent 

This can only be created by direct divine 
action. The DM may wish to restrict its 
manufacture to clerics of Set, Apep, or 
similar deities. The material basis might 
be a snake of appropriate type on which 
a sticks to snakes spell (reversed) has 
been cast. 


Staff of Striking 

Materials: The staff should be made of 
pure (meteoric) iron shod with the heel- 
bones of a stone giant, the whole having 
a minimum value of 100,000gp. 

Spells: Enchant an item, enchant a 
weapon (x3), limited wish (x2), 
permanency. 


Staff of Withering 

Materials: The staff should be cut 
from a dead yew tree and cursed by an 
evil High Priest of at least 18th level, and 
should be shot with silver hammered 
from a ritually defiled Lawful Good holy 
symbol, set with the teeth of a lich, the 
whole having a minimum value of 
250,000gp. 

Spelis: Cause serious wounds 
(x1/charge), wither (x1/3 charges). 


WANDS 
Wands are 1 long and slender. They are 
sometimes tipped at the ‘business end’. 


Wands of Conjuration 

Materials: The wand should be of 
hazel, tipped with a flawless diamond, 
the whole having a minimum value of 
750,000gp. 

Spells: Enchant an item, read magic, 
unseen servant, monster summoning 
(one of each level), darkness, 15ft radius, 
limited wish (x4), prismatic sphere, 
permanency. 


Wand of Frost 

Materials: The wand should be carved 
from ice devil mandible, inlaid with 
remorhaz chitin and tipped with the 
polished tooth of an adult or older white 
dragon, the whole having a minimum 
value of 125,000gp. 

Spells: Enchant an item, ice storm, 
wall of ice, cone of cold, limited wish 
(x3), permanency. 


Wand of Illumination 

Materials: The wand should be made 
from carved and polished rock crystal, 
the finished item having a minimum 
value of 75,000gp. 

Spells: Enchant an item, dancing 
lights, continual light, limited wish (x4), 
permanency. 


Wand of Illusion 

Materials: The wand should be made 
from the carved armbone of a Type V 
demon, tipped with copper pyrites 
(fool’s gold), the whole having a 
minimum value of 75,000gp. 

Spells: Major creation, improved 
phantasmal force, audible glamer, alter 
reality. 

Note that this wand may only be man- 
ufactured by an Illusionist. 


Wand of Lightning 

Materials: The wand should be made 
of polished wood from a lightning- 
struck elder tree, tipped with a tooth 


Wand of Negation 

Materials: The wand should be of 
carved black iron and tipped with a 
prism of malachite, the whole having a 
minimum value of 100,000gp, 

Spells: Enchant an item, dispel magic 
(as at 20th level or above), limited wish 
(x2), permanency. 


Wand of Paralysis 
Materials: The wand should be of 
carved ghast thighbone, tipped with a 
sphere of amber chao an ant, the 
whole having a minimum of 100,000gp. 
Spells: Enchant an item, hold person, 
limited wish, permanency. 


Wand of Polymorphing 

Materials: The wand should be carved 
from ogre mage horn, inlaid with 
polished fragments of doppelganger 
skull and tipped with a crystal distorting 
lens, the whole having a minimum value 
of 150,000gp. 

Spells: Enchant an item, polymorph 
self, polymorph other, limited wish (x2), 
permanency. 


Wand of Secret Door and Trap Location 

Materials: The wand should be made 
of the fused fingerbone of a thief of at 
least 8th level, tipped with a polished 
sphere of flawless rock crystal, the 
whole having a minimum value of 
75,000gp. 

Spells: Enchant an item, locate object, 
find traps, limited wish (x2), permanency. 
Note that the co-operation of a cleric 
must be obtained for the casting of the 
Find Traps spell. 


Final Note 

The creation of the Wand of Wonder, 
Staff of Power and the Staff of The Magi, 
should be beyond the capabilities of 
player characters to make.O 
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Science Fiction 


Dune (AH) £14.95 
Judge Dredd £7.50 
Freedom in the Galaxy (AH) £18.45 
Starfleet Battles (TF) | & |i £20.95 ea. 
Captain's Logs 1,2, 3 £5.50 
SSD Books 1, 2, 3, 4. £4.95 ea. 
SFB Commanders Rulebook 1, 2 £8.95 ea. 
Battlecars (GW) £6.95 
Battlebikes (Exp) (GW) £4.95 
Battlecars/Car Wars Expansion: Ultra Force, 
Turbofire, Hell on Wheels (GW) £6.50 ea. 
Ogre, GEV, Ogre Book (SJG) £5.50 ea. 
Starfire 1, 2, 3 (TF) £4.50 ea. 
Millenium, idro (IT) £15.95 es. 
Hammer's Slammers (May) £17.95 
Sword and the Stars (SP!) £7.95 
Universe (SPI) R £12.95 
Car Wars (SJG) £5.50 
CW Expansion Kits 1, 2, 3, 4 £3.50 
CW Sunday Drivers (SJG) £5.50 
CW Truck Stop (SJG) £5.50 


%* —AutoOuel Champions (SJG) £6.95 


SF-Space Opera R, 8 (FGU) £14.55 


* SF-Star Trek R (FASA) £9.95 


Ship Combat £11.95, Sourcebook £6.50 
Trader Captains & Merchant Princes £5.95 
The Klingons £12.95 
Enterprise Ship Plans £14.95 
Klingon Deck Plans £13.95 


%* ~The Vanished, Witness for the Defense 

* Denial of Destiny £5.95 ea. 

* Demand of Honour, Margin of Profit 

* ~The Orion Ruse £6.50 

StarTrek Mini-Games £5.95 

* = In Search of Spock, Struggle for the Throne, 
StarTrek Duels | & I 


SF-Traveller R, S (GDW) £7.95 
Travetter Book £9.95 
Highguard, Mercenary Scouts £3.95 
All eartier supplements £3.95 ea. 
Scenarios 
Secret of the Ancients £3.95 
Murder on Arcturus Station £3.95 
Earlier Adventures (1-10) and 
Double Adventures 1-6 £3.95 ea. 
Doom of the Singing Star (JG) £8.95 
* =Tarsus (Module 1) £9.95 
* =©Module 2: Beltstrike £9.95 
Alien Module 1; Asian 2. K’Kree £5.95 


Ground & Air Equipment 
Outworids, prcojnacwcpeace 1,2, 11, 12 £4.75 ea. 


* Casino Galactica, incedus Il! £3.65 ea. 


Seidon's Starcratt Compendium | & |! £4.35 ea. 
Vault of the Nier Queyon £3.65 

Rowsion 2, Probe NGC 8436 £3.65 ea. 
Fasolt in Peni £2.95 

Operation Peregrine £4.35 

Agents Rebellion £3.95 


Fantasy Games 
Sanctuary £17.95 
Quest for the Dungeonmaster (TSA) £5.95 
Sorcerer's Cave (HPG) £7.95 
Mystic Wood (HPG) £7.95 
Fellowship of the Ring (ICE) £23.95 
Barbarian Kings (SP) £5.95 
Dragon Riders of Perm £17.95 
Talisman £7.95 
Elric (AH) £14.95 
\tiact, Odyssey (IT) £9.95 ea. 
Zargo’s Lords (T) £13.95 
City of Sorcerers (SGP) £9.95 
Wuminati (SJG) £6.95 Exp Kits 1, 2 £6.50 
Dragon Pass (AH) £14.95 
Magic Reaim, Dragon Hunt (AH) £14.95 
Titan £14.95 Wizards (AH) £18.45 


© Special Offer 

%* New Arrival 

R_ Role Playing Rules 
S Plays Solo 

B Boardgame 

M_ Miniature Rules 


Fantasy — Role Playin 
Dungeons & Dragons 


* Basic Set £9.50 D&D Expert Set £9.50 

* Companion Set £9.50 
Players Handbook, Monster Manuals | & |i, Fiend 
Folio, Deities & Demigods £9.95 ea. 
Dungeon Masters Guide £10.95 
TSR Adventure Modules (levels) (1-3) B1-6, *B7, 
N1, U1, 2,3, £4.50 ea, 
M1, 2 (Solo) £4.50 ea. DL1 £4.50 
(2-4) Lt, (2-5) * L2, (3-5) U9 £4.50 0a. 
XSOLO (4-6) — Lathan's Gold £4.50 
(3-44) X1, 2, 3 (6-9) X4, 5 £4.50 ea. 01 £4.50 
(9-12) EX1, 2£4.50 ea. XL1 £4.50 
(3-5) UK-4 — When a Star Falls £4.50 
(4-7) Al, 2,3, 4 UK1 UK2 £4.50 ea, 
(5-7) 11, 2,3, 4, C1, C2 £4.50 os. 16 £4.95 
(5-10) S2 £3.50 (6-10) S4. £5.50 
(6-10) WG4 (6-14) S1 £4.50 ea. 
(7-9) 15 £4.95 (8-12) S3 £5.50 
(6-9) G1-2-3 £4.50, (4) D1-2£4.50 
(10-14) D3, Q1 £4.50 ea. 

* =(10-14) CB1 Conan Unchained £4.50 

* (154) CM1 Test of the Warlords £4.50 


Runequest (Ch) R £8.95 Bxd 
Rulebook £5.95, Hardback £10.95 
Cults of Terror £8.95 
Runequest Companion £6.95 
Scenarios 
* The Big Rubble £14.95 
Snake Pipe Hollow £4.95 


R) R 


* = Runequest Ili (AH) A 


GM Box £24,95 
Player's Box £19.95 
DeLuxe Set (GM+PI) £39.95 
Et Quest £19.95 

Ringwortd £24.95 


rth Rule System R £8.95 


1,2, 3£1.95ea, 
Boxed Set (Rules, Suppiernents) £15.95 
Ysgarth Adventures £1.25 
Adventures from the Abyss £2.95 
Mini-Systems: Weres £0.85 

Character Role Playing £1.60 
Uttgart & Wyrdworid Scenarios £1.25 & £1.60 
Abyss Magazine £1.25 


Role Playing Aids 
© Handbook of Traps & Tricks (DT) £6.95 
Shady Dragon Inn (TSR) £3.95 
Lost World Combat Books (Nova) £1.95 ea. 
Grimtooth's Traps 1,2 £3.75 
Dragon Tree Spelibook (DT) £5.50 
Book of Artifacts (OT) £5.50 
Book of Plots (DT) £5.50 
Desert Plots (DT) £5.50 
Dwarts, Dark Folk, Wizards (May) £6.95 
Elves, Fantastic Treasure, Dragons £8.50 ea. 
Cards of Power £6.95, Chilling Chambers, Alluring 


SHOP 
OPEN 


Other Role-Playing Games 
* Arduin Trilogy £17.50 


Rief's Screen & Modules 1-5 £3.95 ea. 
Bushido (FGU) £12.95. Module £3.65 
Chil £11.95 
Village of Twilight £4.95 
Highland Terror £4.95 
Chivalry & Sorcery (FGU) £14.55 
Sourcebooks 1 £5.85, 2 £4.75 
Swords & Sorcerers £4.35 
The Dragon Lord £3.45 
Champions (Hero) £13.95 
Champions 2 £7.95, 3 £7.95 
Enemies 1 & 2 £4.95 ea. 
Adventures 1-4 £4.95 ea, 
Circle/METE (Organzn Bk 1) £4.95 
Dare Devils (FGU) £10.95, Adv 1-3 £3.65 08, 
Fringeworthy (TriTac) £10.95 
Invasion US, Roque 417 £4.95 
Justice ino, (Hero) £13.95 
Lands of Adventure (FGU) £8.75 
Land of the Rising Sun (FGU) £13.25 
Lords of Creation (AH) £11.45 
Horn of Roland £8.95 
Mechanoid invasion (Pd) £3.25 
_ Journey £4.24, Homeworld £6.25 
Palladium APG (Pd) £17.95 
Arms of Nargash Tor £3.95 
Powers and Perits (AH) £21.95 
Privateers & Gentlemen (FGU) £12.50 
Heart of Oak £4.95 
Decision at Djerba £3.65 
Psi-World (FGU) £8.75 
Stalking the Night Fantastic (TriTac) £10.95 
Hells Night £4.95, Haunts £4.95 
Superworld (Ch) £18.95. Module £4.95 
Stormbringer (Ch) £19.95, Companion £8.95 
Top Secret (TSR) £9.50 
Ret's Screen, Modules 2-5 £3.95 
Tunnels & Trolls (FBI) £6.95 
Rulebook £3.95 Dgns £3.00, £3.50 
Solo Dungeons £2.50, £2,75, £3.00, £3.50 


Call of Cthulhu (Ch) £9.95 
Cthulhu Companion £6.95 
Arkham Evil, Death in Dunwich £6.95 ea. 
Shadows of Yog-Sothoth, Asylum, Pursuit to 
Kadath, Whispers from the Abyss, Fungi fram 
Yuggoth, Curse of the Cthonians, Masks of 
Nyarlathotep, Monhegan island £8.95 ea. 
Glozet est Authentique £7.95 


James Bond 007 RPG (Vic) £12.95 


Manuais: Basic, Q Equipment £8.95 ea. 
GM Pack 1 & 2 (FY into) £6.95 ea. 
Modules: Octopussy, Goldfinger £5.95 ea. 
* Dr. No, You Only Live Twice £6.95 ea. 
* Live & Let Die (Tournament Lvl) £7.95 


Middle Earth Role Playing (ICE) 
Boxed £10.95, Ruledk £6.95 
Sourcepacks: Bree, Dagoriad, Shelob's Lair. 
Trolishaws £4.95 ea. 


Alcoves, Sylvan Settings, Fantastic Furnishings £4.95 ea. 


Fiextiies Sets 1-5 £3.95 ea. 

Necromican £4.25 

Booty & the Beasts £6.95 

Book of Swords £4.95 

Paliadium Books of Weapons & Armor, Weapons 
& Castles, Weapons & Assassins, Weapons of the 
Orient, Contemporary Weapons £3.99 ea. 


Role Playing Scenarios 

Curse on Hareth (Comp) £9.95 
nf Plague of Terror, Streets of Gems, Brotherhood of 
the Bolt £6.95 ea. 
Harn £15.95. City of Harn £8.95 
Encyclopaedia Harnica 1-5 £5.50 ea. 
Heart of the Sunken Lands (MK) £8.95 
Starstone (NS) £3.50 
Swordthrust, Shipwrecker (May) £4.95 ea. 
Amazon Mutual Wants You (DT) £3.95 
Tortured Souls £1.95 
Hole-Anis Scenanos: 
(Low) Angry Wizard, Evil Ruins, Question of 
Gravity; (3rd up) Swordthrust, Tower of Magics; 
The Contract; (4th-7th) Shipwrecker; (6th-9th) 
Dragons of Weng Tsen, Deadly Powers £5.50 ea. 
Shadows of Evil (4th-7th) £8.50 
The Keep (9th-1 2th) £5.50 


eee ee 
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Rolemaster (ICE) £29.95 
Arms/Claw Law £12.95 
Spell Law £13.95 
Character Law, Campaign Law £7.95 ea. 
Cloud Lords, Sinking Plains £7.95 es. 
Iron Wind £5.95 


Middle Earth Play Aids 
Guide/Map £6.95 Map £3.95 
Northern Mirkwood, isengard, Umbar, Ardor 


Angmar £7.95 ea. 
Southern Mirkwood £8.95 


Other Games 

221B Baker St. (HPG) £8.95 

Extra Case Sets 1, 2 £3.25 ea. 

Sherlock Holmes — Consulting Detective £17.95 
Mansion Murders £11.95 
Taliesin £12.50 | 
Shocks and Scares (HPG) £7.95 
Westminster (HPG) £9.95 
Scotland Yard (Raven) £10.95 


These are just some of our games. Our cata/ogue contains details of virtually all games available in the U.K. 
Send 20p in stamps — 18p s.a.e. (overseas (.r,C.) for a copy (or free with orders over £6.00) 

MAIL ORDER CHARGES: UK/BFPO/Under £6 — Add 25p. £6 and over—post tree 

Overseas Surface Mail — Add 30% (Minimum 90p). Europe Air Mail — Add 40% 


|. Payment in Sterling please 


| {minimum £1). Air mail elsewhere — add 75% minimum £1.60) except Yaq. AH & Phi, IT, games ~ add 100% 


9.30-1.30. 2.30-5.15 on Mon, Tues, Thurs, Fri 


9.15-5.15 on Saturday 
Closed all day Wednesday 


@ Come & see the BIGGEST & BEST 
Selection of Games, Rules & Accessories 
in the South 


Historical Board 
Wargames 


* 


see eee eee 


Assault (GDW) £11.95 
Boots & Saddies £18.95 
Kesseiring (WWW) £3.95 
Bloody Buna (WWW) £3.95 
Never Cail Retreat (WWW) £10.95 
Aces WWW) £6.95 
Lahr 4 Lair (PWG) £12.95 
Gazaia 1942, Aachen (PWG) £17.95 
Korsun Pocket £19.95, Kanev £8.95 
The Cossacks are Coming (PWG) £13.95 
Black Sea, Black Death (PWG) £13.95 
Gunslinger (AH) £18.45 
Tactics (AH) £11.45 
Bull Run (AH) £14.95 
Up Front (AH) £23.95 
Banzai Exp £11.45 
Ambush (Vic) S £2.95 
Move Out S £11.45 
B17-Queen of the Skies (AH) S £14.95 
NATO, Next War in Europe (Vict) £13.45 
Ace of Aces — Flying Machines £11.95 
Squad Leader (AH) £16.95 
Cross of Iron (AH) £14.95 
Crescendo of Doom (AH) £14.95 
G.I. Anvil of Victory (AH) £27.45 
Their Finest Hour (GDW) £29.95 
Col, CoD, Rogue, WWW Scenarios £4.60 ea. 
Vietnam 1965-75 (Vic) £18.45 
Wellington's Victory (SPV/TSA) £24.95 
Blue & Grey Quad (SP1/TSA) £24.95 
Gleam of Bayonets (SPi/TSR) £24.95 
Battle over Britain (SP1/TSR) £24.95 
Drive on Stalingrad (SPVTSR) £24.95 
Battie for the Ardennes (SP1/TSR) £24.95 
Fire Fight (SPVTSR) £24.95 
Air War (SPI/TSR) £24.95 
1809 Napoleon's Danube Campaign (Vic) £16.95 
Lawrence of Arabia, Kirovgrad (3W) £12.95 ea. 
Armies of the Potomac, Tennessee (3W) £12.95 ea, 
Hell's Highway (Vic) £18.45 
Eighth Army: Opern Crusader (GDW) £10.95 
Near East (GOW) £18.95 
Wester Desert (GDW) £20.95 
Third World War (GDW) £20.95 
Marlborough at Blenheim (WEG) £5.50 
Fire on the Voiga £19.95 
Battle for the Factories £22.95 
Arnhem Bridge, 8th Army (Att) £8.95 ea, 
Forward to Richmond (WWW) £9.95 
Panzergruppe Guderian (AH) £16.95 
Hitler's War (AH) £14.95 
Kingmaker (NPG) £10.95 


Magazines 
imagine £1.05 
* Nexus £2.95 
The Space Gamer (S.JG) £2.95 
The Fantasy Gamer (SJG) £2.95 
The Dragon, Best of TD 1, 2. 3£2.70 ea. 
White Dwarf 90p 
Traveller's Journal £2.50 
Ditterent Worlds £2.50 
Heroes (AH), General (AW) £2.85 ea. 
Miniature Wargaming 90p 
Adventurer's Club (Hero) £2.50 
The Beholder 60p 
Torturer's Apprentice 75p 
J. Senseless Carn Soc 55p 
S.EW.ARS. 65p 


Sorcerer's Apprentice £3.95 

Fire & Movement £2.95 

Strategy & Tactics, Ares £2.95 ea. 
Doombook of Chaos 70p 

Wargamer (+ game) £4.00 

Autoduel Quarterly £2.50 

Hounds of Avalar 5$p, Trolicrusher 80p 
Swordplay 70p, Miser's Hoard 55p 
Wyrm's Claw 65p, Warlock £1.00 

Punt & Pass, Dragon Lords 60p ea. 


ESDEVIUM GAMES (9W) 
185 Victoria Road 

ALDERSHOT Hants GU11 1JU 

Tel: Aldershot 311443 

or (evenings) Farnham 722269 


a Chris Elliott and 
Richard Edwards 


inja Characters of 
Beginning Level, 
using the guide- 
lines in the series 
Night's Dark 
Agents. 


A Scenario for 
N 


I = 

“> 

<4 

2 For AD&D, players 
should use the 
ninja character 
class presented 
elsewhere in this 
issue. 


MB, 


In-all the turns of the combat, 
never mustone get controlled 
by the enemy - 

This is what is always to be 
remembered 

Song of the Hozoin Zen schoo! 


INTRODUCTION 

This scenario is a ninja mis 
sion, set in the Nippon of 
Bushido, but designed to be 
playable with any role-playing 
games system using the 
material in Night's Dark 
Agents, |WD56, 57 and 58 and 
the AD&D character class in 
this issue}. Having created 
characters, who should all be 
from the same ryu 
ninjutsu, and read the Player's 
Introduction below, players 
should then stop reading 


school) of 


PLAYER’S INTRODUCTION 
Nippon is at peace; but it isa 
fragile one that threatens to 
collapse at any moment. Five 
years ago, an alliance of East 
ern daimya (clan leaders) led 
by the Masanobu family suc 
ceeded in-ensuring that their 
candidate was invited by the 
Emperor, Go-Masakado, to 
become Regent for his son 
Myomitsu. Go-Masakado 
then abdicated, and retired to 
his country palace at Lake 
Hirosawa in Yamashiro pro 
vince to become @ Buddhist 
monk. Although Go 
Masakado-in, as he is now 
known, has so far shown no 
inclination to follow the exam 
ple of previous retired 
Emperors and ‘advise’ his 
son, the Masanobu have not 
overlooked the fact that the 
palace is clase to the powerful 


Katsu-Butsu monastery at Mt 
Yasu, a perennial thorn in 


their side, nor that the Western 
clans bitterly resent their dom- 
ination and seek to end it... 


REFEREE’S INTRODUCTION 
The mission can be tackled in 
a number of ways, so we have 
divided the rest of the 
referee’s material into three 
main sections; Running the 
Scenario, The Locations, and 
Non-Player Characters. 


Running the Scenario 

1. Preparation. Before doing 
anything with the players, 
make sure that you are famil- 
iar with the general layout of 
the palace and grounds. This 
scenario is not meant to be 
tackled in one go, but as three 
separate infiltrations. This is 
to give the players (and your- 
self) a couple of practice runs 
before the main mission, and 
allow them to conduct a 
thorough reconnaissance of 
the target. You should allow 
the players as much time as 
they need for preparation, as 
if this is not done properly, the 
scenario will be difficult for 
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are hoping to recapture power. 
It is thought they are trying to 
persuade Go-Masakado-in to 
come out of retirement to act 
as his son’s advisor. Such an 
action would mean that their 
claim to be acting in the 
Emperor's interests by remov- 
ing corrupt officials would be 
seen to have Imperial support). 
An agent has been planted in 
the household of Yasusada, 
and they will make their way 
to the palace along with Akih- 
iro, Yasusada’s chief retainer, 
and the rest of the advance 
party, inten days time. On the 
night of that day, they will 
make their way to the tea 
pavilion called Shokintei on 
the eastern side of the palace 
grounds, and identify them- 
selves to the agent with the 
phrase ‘The moon in the cold 
stream like a mirror’, The mis- 


you to run, and frustrating for =e 


them to play. As well as 
choosing their point and 
method of entry, and the 
equipment they will take with 
them, they should also think 
about how they will prepare 
for their escape, how they will 
divide the mission between 


them, and how the guards will | 


be dealt with. (In the first two 
sections of the mission, 
guards or servants should not 
be killed unless absolutely 
unavoidable, and then the 
bodies should be disposed of 
so that they will not be found. 
Even if this is done, a sudden 
disappearance will result in 
extra vigilance on the part of 
the guards.) Most impor- 
tantly, they will need to think 
about what they will need to 
do to achieve their mission, 
and how this can be done. Do 
they go in together, or sepa- 
rately; does one map and the 
others guard; does one or 
more of them remain outside 
to cover an escape? What are 
their objectives, and what do 
they fall back on? Encourage 
them to discuss these sort of 
points thoroughly, it will be 
worth it, 

2. The Mission: You can use 
this section more or less word 
for word, if you like, except for 
anything in brackets, which is 
for your eyes only. 

Yasusada-sama, a vassal of 
the Masanobu, is to visit the 
retired Emperor to pay his 
respects in two or three 
weeks. What passes between 
them at their meeting must be 
known. (Yasusada, although 
allied to the Masanobu, is sus- 
pected of being a go-between 
for the Western daimyo, who 


sion thus has three phases; 
entry to the grounds and the 
rendezvous with the agent, a 
reconnaissance of the palace, 
and eavesdropping on the 
meeting between Emperor 
and daimyo. Absolute secrecy 
is essential until the mission 
succeeds or is exposed. If dis- 
covered, the genin (player 
characters) will have to make 
their escape as best they can. 
If successful, they should 
‘make their presence known’ 
on the way out to act asa 
warning to Yasusada that he 
is under suspicion. Make sure 
that the players know the 
retired Emperor, Son of 
Heaven is strictly off limits. 
Any actual or attempted vio- 
lence toward the retired 
Emperor will result in the 
offending party being left out- 
side the main gate by his own 


colleagues, trussed up like a 
Christmas turkey! The ex- 
Emperor has a bodyguard of 
yamabushi (warrior monks) 
and Yasusada will bring his 
own samurai. 

3. The Game Plan. The 
descriptions of the various 
locations are general rather 
than detailed. This is because 
in a multi-system scenario it 
would simply take too much 
space to give details for each 
one, and that there is no way 
of knowing exactly what 
details are worth putting in. 
This would vary from referee 
to referee. So, once you have 
briefed the players, and they 
have made their preparations, 
what do you do? For a start, 
make the players do a lot of 
the work. Once they have met 
with the agent, they will have 
a good general idea of what 


a sliding door, you're entitled 
to have it squeak when they 
open it. It should be up to the 
players to make the running, 
enabling you to throw chal- 
lenges at them if they look like 
becoming complacent. Don’t 
go wild with this, as too many 
wandering guards or servants 
could lead to the mission . 
going up in smoke, and the 
idea is to encourage them to 
think their way through rather 
than to kill them off. Always be 
prepared to call a time out, 
and let them discuss their next 
move. General points: there 
are no windows as such, light 
coming in through shoji, or 
sliding doors with translucent 
panels. Underfloor and roof 
spaces in the palace are rig- 
ged with threads linked to 
bells, and the threads must be 
found and cut to avoid setting 
off the alarms. Entry to the 
roof space is easiest through 
small openings, two or three 
along each wall. These are 
barred, and in any case get- 
ting through them will involve 
use of nawanukejutsu (dislo- 
cation of limbs). Weather con- 


“| ditions for the first two parts 


the layout of the buildings and 
grounds is, which will stop 
you having to act as a talking 
guidebook all the time. The 
plans you have to work from 
are detailed enough to give 
most of the information you 
will need to know on what 
goes on where, and the iden- 
tity of individual rooms. Your 
most important role, though, 
will be to respond to what the 
players do, and fill in the 
details as necesary, If they 
approach the mission intelli- 
gently, things should go fairly 
smoothly for them. If a player 
wants to sneak in somewhere 
unseen, and lets you know 
that their character is doing all 
the right things, it is unfair for 
them to fail because the dice 
say so. On the other hand, 
whatever the dice say, if 
someone forgets to lubricate 
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should be cloudy, with a light 
wind, but for the final part, the 
night will be still with a full 

moon and no clouds. (Heh heh). 

4. Mapping. As you can see, 
the rooms are marked into 
squares corresponding to 
their size in tatami, or mats. 
Two squares are equal to one 
mat, so you can therefore 
describe a room as being so 
many mats in size, andi 
necessary sketch out the lay- 
out. The palace is too large 
and complicated for players to 
map in detail, but they should 
aim to get a good idea of the 
layout and general size of 
rooms. The fact that Japanese 
rooms were all standardised 
around the size of mats means 
that players can tell the exact 
size of a room without having 
to measure it. 

5. Patrols. A number of 
buildings in the grounds are 
being used as guard posts. 
The routes taken from these 
by patrols are marked on the 
map of the grounds. Generally 
speaking, guards will patrol in 
twos at fairly regular intervals, 
but there will always be one at 
each post. If there is reason for 
suspicion you can have more 
guards, more frequent pat- 
rols, and other changes. Both 
gates are well guarded. In 
effect, the number of guards 
available can be considered to 
be unlimited. 


LOCATIONS 

The Gardens (Map 1). The wall 
around the palace is 12’ high, 
with ridge tiles along its top. 
The moat is fairly shallow, 
about 4’-5', and 6’ wide, but [> 


MAP 1: 

THE PALACE 
GROUNDS AND 
BUILDINGS 


KEY 
1: Gate for the Emperor 
2: Inner Gate 
3: Ordinary Gate 
4: Palace Buildings 
5: Guard House 
6: Sentry Post 
7: Tea Pavilion 
8: Sentry Post 
9: Guard House 
10: House Temple 
11: Barracks 
12: Boat House 
13: Store Houses 
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1: First Room 
2: Open Tea-Kitchen 
3: Second Room ‘ 


4: Tea-Room 
5: Ante-Room 
6: Ante-Room 
7: Tea-Kitchen 
8: Kitchen 

9: Inner Court 


a: Tokonoma (picture recess) 

b: Tana (wall shelves) 

c: Wall Cupboard 

d: Fire place with Wall 
Cupbogrd above 

e: Fire place for Tea 

Ceremony 

Wall Shelves 

: Stone Water Basin | 

: StoneLantern 
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Single Sliding Door 
Double Sliding Door 


Hinged Door 


Boarded Floor (usually 
veranda or corridor) 


Stone Step 
Stone Path 


Raised Stone Path 
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THE PALACE 
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: Entrance 

: Ante-Room 

: Spear-Room 

: Room with Fireplace 

: First Room 

: Second Room of the 
Ko (old) —Shoin 

: Ante-Room 

: Bamboo Terrace for the 
contemplation of the moon 

: Waiting Room 


: First, Second and Third 

: Rooms of the Chu 

: (intermediate) —Shoin 

: Dressing Room 

: Bathroom 

: Room with Musical 
Instrument (Koto) 

: First and Second Rooms of 

: the Shin (new) —Shoin 

: Tea Kitchen 

: Ante-Room 

: Bedroom 

: Dressing Room 

: Washroom 

: Privy 

: Bathroom 

: Dressing Room 

: Store Room 

: Administrative Rooms 

: New Waiting Rooms 

: Inner Gate 


Tokonoma (picture recess) 


: Tana (wall shelves) 


Shoin (bay reading 
window) 


Built-in Seat 
Privy 


: Washroom 


Bathroom 


[>the banks slope steeply and 
add another 6’ to this. The 
depth of water in the lakes and 
streams is variable, but 
always deep enough to cover 
someone lying flat. Apart 
from the section near the 
palace, which consists of 
lawns and moss gardens, the 
grounds are rustic with plenty 
of shrubs and mature trees. 


The Tea Pavilion (Map 2). The 
agent in the advance party is 
in fact a kunoichi (female 
ninja) posing as a courtesan 
called Yuko, who has accom- 
panied Mangara Naotaka, one 
of Yasusada’s personal 
guards. Although seldom if 
ever alone, she has managed 
to make a sketch map of the 
palace and grounds, which is 
concealed in the design on the 
fan she carries. Unable to 
move alone outside without 
arousing suspicion, she has 
persuaded Naotaka, (who is 
infatuated with her) to take her 
to the tea pavilion for an infor- 
mal tea ceremony. Their 
liaison is already frowned 
upon, and use of the Imperial 
pavilion by acommoner is 
scandalous, so several of 
Naotaka’s samurai are posted 
at the bridges leading to the 
pavilion to warn of anyone 
approaching. Having served 
tea in the inner tea room 
(Room 4) Yuko will retire with 
Naotaka to Room 1, while her 
maids wait in Room 3. She will 
play the koto, and sing a song 
whose refrain is: 


The moon in the cold stream 
like a mirror, 

The image left behind a 
shadow of its glory. 


This refers to her fan, which 
she has left behind in the tea 
room. You may have to drop 
hints to ensure the players 
realise she is without a fan, 
and put two and two together, 
but don’t make it too easy. To 
show how the coded map 
comes out, draw a freehand 
map, giving a rough indica- 
tion of the relationship of the 
various parts of the palace, 
and the layout of the grounds, 
but not too much detail. She 
has also left a message on the 
fan to say that she will try to 
find out when and where the 
meeting with the Emperor is 
to take place. This means that 
as well as reconnoitring the 
palace, they now have to find 
her room, which is one of 
those in the new waiting 
rooms (30). (See map of 
palace). 


The Palace (Map 3). Most of 
the layout is self explanatory. 
The Emperor's quarters are in 
the rooms marked 4, 5, 6 and 
12-27. His bodyguard of 


HOUR OF THE TIGER 


yamabushi are in the section 
of rooms marked 29, and 
Yasusada’s party are in the 
rooms marked 30. Careful 
reconnaissance will reveal the 
general layout, although 
going via roof or underfloor 
spaces will only give clues if 
the rooms below or above are 
occupied. Most samurai and 
yamabushi will be asleep 
when the ninja go in, but you 
can have a few awake, gam- 
bling, praying, or shifting on 
guard duty, to make sure 
nobody stumbles into a room 
full of armed men unaware. 
When Yuko is found, she will 
tell the players that Yasusada 
has been granted the unusual 
honour of being invited by the 
ex-Emperor to view the moon 
with him from the platform 
outside his rooms marked 8. 
This will take place in two 
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nights time, on the night of the 
full moon, at the hour of the 
tiger, an auspicious hour 
(about 4am). A heavy guard 
will be posted, but at a dis- 
creet distance. Being ‘only a 
simple monk now’, the Son of 
Heaven will serve tea, and 
then they will view the moon. 
The conversation until then is 
only small talk, but, under 
cover of composing impromptu 
verses, they will begin to dis- 
cuss the matter in hand. The 
key verses, along with their 
meanings, are given below. 


Go-Masakado-in: 
On the surface of Hirosawa 
lake the mist is thick. 
What is floating and what is 
sinking 
No man knows. 

(There is little mist, the ex- 
Emperor is probing Yasusada 


to find his reasons for coming.) 

Yasusada: 

There is no village where the 
moon does not shine, 

But it is clear in the hearts of 
enlightened men. 

(The Emperor, the moon, is 
revered by all, but only the 
pure and enlightened can 
carry out his will properly). 

Go-Masakado-in: 

The moon’s reflection is deep 
in the lake, 

Yet you can carry it away ina 
dipper 

/f your hand is steady. 

(I will give you my support if 
| can be sure that you are 
trustworthy and have firm 
support from other daimyo.) 

Yasusada: 

The pine has no voice, 
But in the Western wind it sings. 

(| speak on behalf of the 
Western daimyo.) 


i 


Go-Masakado-in: 

In the branches of the pine the 
moon is seen, 

But in the lake it shines 
unbroken. 

(I will support your action, 
but the Emperor himself must 
not become directly involved.) 

A bargain has therefore been 
struck. Hints, such as the moon 
Emperor image, should help the 
players understand the verse. 


NON-PLAYER CHARACTERS 
We haven't given detailed 
statistics apart from those in 
the section on patrols, but 
they shouldn't be necessary. 
The object is not to fight the 
samurai and yamabushi, 
although some can be wasted 
on the way out. Their basic 
function is to provide obsta- 
cles for the players to avoid, 
and to harrass. If the players 
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prepare well, they should 
avoid direct encounters. The 
odd guard or servant wander- 
ing about will help keep them 
alert during the mission, but 
only if they get into a fight 
should large numbers start 
turning out. Even then, be 
sure to leave an escape route, 
and chase the players out, 
rather than cornering and 
destroying them. Use as many 
guards as you need to do this, 
and have them act intelli- 
gently rather than queueing 
up to be zapped. (Remember, 
spears can be used through 
paper walls.) 

In AD&D, have samurai 
guards as 1st and 2nd level 
fighters wearing scale mail 
and helmet, and armed with 
spear and bastard sword 
(katana). There should be 
fewer yamabushi, but these 
will be 2nd and 3rd level 
monks using halberds 
(naginata). Naotaka and 
Akihiro should be 6th and 7th 
level fighters respectively if 
they need to appear. 

In RuneQuest, the guards 
should have skills of about 
40-50% in bastard sword and 
long spear, heavy scale 
armour on chest and arms, 
and open helms. Yamabushi 
should have 50-60% skills with 
pole axe (naginata), and 
Naotaka and Akihiro will have 
80-90% skills in bastard 
sword, and have had time to 
don full armour. NPCs should 
not have any battle magic. 
Servants and other non- 
combatants are there to panic 
and get in everybody's way. 

In Bushido, guards can be 


| first level classic bushi, and 


have Armour Class 6 armour. 
Yamabushi will follow the 


” rules on page 8 of Book 2 of 
mea the rules. Naotaka and Akihiro 


should be 5th and 6th level 
Bushi, with Armour Class 7 
armour. 


Experience Points 

Bushido ninja using this 
scenario will accumulate 
Budo according to how well 
they tackle it. RuneQuest 
players can use the breaks 
between the parts of the mis- 
sion to see if they have 
learned from experience. 
AD&D players will have few 
combat opportunities, but as 
DM you should award small 
amounts of experience points 
each time a skill is used suc- 
cessfully or a player has a 
good idea. (Don’t be too 
generous, but award a few 
points fairly frequently.) 
Bonus points can be awarded 
for especially good ideas or 
role-playing,.and for solving 
the puzzles in the scenario. 
Players completing each stage 
of the mission successfully 
should also receive a bonus.0 
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for Gloranthan RuneQuest. 


INTRODUCTION 
Characters in fantasy role-playing 
games sometimes need to trek long dis- 
tances. It is possible for the GM to say, 
‘That took three weeks, you arrive 
safely”, or to roll random encounters. 
The first option is flavourless, the sec- 
ond tedious, so here is an alternative, in 
scenario format, to slot in whenever the 
players set off on some journey. 

The referee will need Cults of Prax and 
Cults of Terror, but the adventure can 
take place in any world: | have avoided 
any place names associated with 
Glorantha. Cults can easily be changed 
if Gloranthan religions are not approp- 
riate to your campaign. Stats have been 
given for RuneQuest but it should be an 
easy matter to convert the scenario to 
the fantasy role-playing system of your 
choice. 

Most journeying in the ancient world 
was done by water. The players may find 
their characters can do likewise. Travel 
by river would be quite safe and reason- 
ably inexpensive, but a sea-voyage would 
be costly and potentially dangerous. 

Weather and pirates used to be the 
traveller's major worries, apart from 
having to raise the money for the fare. 
Moreover, anyone trying to make a cut- 
rate journey had to be tough and lucky. 
Many passengers on such ships woke 
with aching heads and bound arms to 
find themselves half-way to the nearest 
slave-market. 

The cheapest and most flexible way to 
travel was to gather together a large 
group going in the same direction. This 
could take a long time, so, jn game 
terms, it will usually be more convenient 
for the characters to join an already- 
formed caravan. The next time your 
players do so, try them with something 
like the following adventure. This 
scenario is different to the usual 
scenarios presented in White Dwarf — 
there is no map provided and referees 
will have to do some work in setting the 
adventure in their world. 

It helps to have a map of the route, but 
since the party will not get lost (the cara- 
van leader will have travelled this way 
many times) and is unlikely to go off in 
an unexpected direction, the map ned 
not be extensive. 

It would cost characters 5 Lunars(or5 
Silver pieces) per week, or part of a 
week, to travel with the caravan, no food 
supplied. Or it would be possible to hire 
on as a guard or scout, pay 2 Lunars a 
week, food supplied, 10 Lunars bonus 
per attack beaten off. Double for 


ON THE ROAD 


A RuneQuest Scenario Set in a Trading Caravan 


by Anna Price 


A perilous journey through the vastness of the Plains of Prax with inter-adventure suggestions 


mounted scouts. A Healer (only one in 
each caravan) gets paid 5 Lunars a week. 


THE JOURNEY 

A caravan can travel up to 30 kilometres 
a day, in good weather on a decent road. 
It will usually do less. 

The following chronological scenario 
outline suggests a route around which 
the adventure unfolds, but can easily be 
altered to fit your map. Encounters like 
the river and the mountain pass may be 
shifted in time, to match your geography. 
The following should be used as a gen- 
eral guideline of events — players’ 
actions will probably modify the struc- 
ture slightly. 


Day 1 

Dvarheim, the merchant-trader running 
the caravan, will set out at dawn. People 
and creatures present are as listed on 
the Victims Table, except that the Bear- 
walker, trollkin slaves, ‘peasant’, and the 
Flesh Man cultists are not yet there. 
Dvarhelm’'s packhorses are led by the 
Lunars and the Baboons. 

A poorly-repaired but adequate road 
runs north-west from the town or city 
they start at. The first day’s travel is 
deliberately short and easy. At midday 
they arrive at a human village, doa 
little trading, then make camp. A peas- 
ant named Clid, not bright but friendly, 
joins the caravan. He says he is going to 
become an adventurer. 

Some supplies will be bought here (it 
is cheaper than in town) and from now 
on the caravan will stock up every time it 
stops at a settlement. 


Day 2 

The caravan is still able to follow the old 
road, but is going through hilly country, 
travelling north. 

At midday it arrives at a troll settle- 
ment. Dvarhelm trades as usual, swap- 
ping some gaudy cloth for 43 trollkin 
slaves, They are set to lead the pack- 
horses, which they seem to quite enjoy. 


Days 3-4 
The caravan leaves the road, moving off 
north-west, following a faint track into 
the hills. A hard day's travel brings the 
caravan through the hills onto the plain 
beyond, arriving at nightfall in an iso- 
lated human village. 

Dvarhelm spends next day trading. A 
couple of travellers leave the caravan, 
and six human women join it. They do 
not wear armour, seeming poor and 
meek. If anyone questions them, they 
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will claim religious necessity prevents 
them stating the purpose of their journey. 

They are eager to talk about their sect, 
since it is so obscure most people think 
it does not exist. They are quite boring 
on the subject. Their god is Flesh Man, 
who asks only that mortals lead reason- 
ably useful (to their society) lives, prom- 
ising in return an afterlife like this life, 
but without the problems. They are all 
initiates, and initiates are the moral 
advisors who define for lay members 
what behaviour is considered useful. 

There is one aspect of their cult they 
do not mention to outsiders. Each 
initiate must, every season, send a sen- 
tient being to join the dead, They do this 
with their version of the Peaceful Cut, 
using a garotte [see Cults of Terror], in 
which all initiates have at least 45% skill. 
The victim must be someone they are 
acquainted with, and not an enemy slain 
in battle. They have joined the caravan 
to fulfill their religious obligations. 


Day5 

The group travels east over rolling 
grasslands. Rejoining the road, they 
cross the deep river where it is bridged, 
then leave the road, and go north. That 
night for the first time, they must make 
camp. 

As they do so, a thick-built man 
appears as if from nowhere and 
approaches Dvarhelm, to whom he 
speaks briefly. Dvarhelm looks dubious, 
then nods. 

Dvarhelm, who has met him before, 
and indeed owes him a favour, has 
agreed to let Albrecht the Bearwalker 
join the caravan. Itis a couple of daystill 
the full moon, and Albrecht intends to let 
his new companions get to know him 
before announcing his race. He wears no 
runes, but, if asked, will admit he follows 
Daka Fal. 


Day 6 
Roll on the victim table to see who died 
at the hands of the Flesh Man cultists 
during the hours of darkness last night. 
Since this victim was taken totally by 
surprise and had no chance to resist, 
reroll if a player character is indicated, or 
if itis Albrecht. 

In future, an attack will be made each 
night (unless the caravan is in a settle- 
ment) and will succeed 90% of the time, 
except against Albrecht or a PC. The 
players must roll POWx5 to wake in 
time, then fight normally, remembering 
they start on the ground. Albrecht has an 
80% chance of driving off his attacker. 


If the victim rolled is not present 
(dead, left etc,) then assume the guards 
spotted the intruder and chased them 
off. Otherwise there is a 1%+ 1%-per-3- 
guards-posted chance per night that the 
assassin will be scared off before 
attacking. 

A search for the weapon will only suc- 
ceed if someone with garotte skill makes 
a Spot Hidden roll, since the Flesh ‘Man- 
ites’ use their silken sashes, which most 
people would not recognise as weapons. 

Victims who survive will remember 
only a cord round the neck and a smal- 
lish, shadowy figure which fled when 
attacked. 

If asked, Dvarhelm has enough hides 
to provide everyone with 2 points of 
neck armour protection: no more can be 
worn while sleeping. He will charge 10 
Lunars per strip of leather, 2 Lunars to 
anyone in his employ. He will not protect 
the slaves. 

Dvarhelm knows create market, which 
he will cast each night in the wilderness, 
after the first assassination, excluding a 
different group every time. However, it 
will have no effect, as the Flesh Manites 
regard their victims as friends to whom 
they are doing a favour. 

They travel north-west towards the 
hills, During the day a player character is 
approached by Zivgi, a wealthy member 
of the baboon troupe (although not well 
known to the others), who has a 
proposition. 

He says that Clid, the would-be adven- 
turer, intends to finance his new career 
by selling a gem. Clid thinks the stone is 
worth a few hundred lunars, but Zivgi, a 
jewller, claims it is worth thousands. He 
is not carrying much money, but will pay 
100 Lunars, if the party will put up any 
money over the amount that Clid 
demands. 

If the party agree, Clid will bargain 
hard, starting at 900L, and not going 
below 350 Lunars. It is worth around 350 
Lunars. The jewel is a turquoise carved 
into the shape of a flowering tree. It has 
some curiosity value, as it was carved by 
elves. It is worth around 50 Lunars. 

Zivgi and Clid will drop out of the cara- 
van at the next settlement after their 
scam succeeds. If the party refuse the 
bait, Zivgi and Clild willcon the baboons 
instead. If they can do so without too 
much danger, they will steal back the 
gem just before they leave. 

Add them to the Table of Victims when 
two people are dead. 

That evening, Waku (who is illumi- 
nated) will start investigating the killings 


in his own way, by asking a Nysalor rid- 
dle each night until he is prevented, or 
the murderers are found. 


Day7 

The caravan is about to enter a narrow 
pass in the hills. The Centaur-guards 
have scouted ahead, and say they sus- 
pect something, although they have not 
seen anything definite. 

Dvarhelm would like someone less 
conspicuous than a centaur to see if they 
can find out what is wrong. (Thisis a 
chance for the party to use a variety of 
skills.) 

It is not hard to spot the 1d10+10 
broos waiting in ambush but, unless the 
scouts are actually among the broos, it 
requires acritical Spot Hidden to see the 
camouflaged pit across the track. 

In fact, there are around 120 broo of 
fighting age, most relaxing in their 
nearby cave homes (where they have 
stored their treasure: mostly in trade 
goods and equipment to the value of 
9,058 Lunars, plus 1d4 magic items). 

If the broos are slain, the treasure 
must be divided amongst all who fight, 
around 100, with the magic assigned by 
lot—unless anyone has done something 
exceptional, in which case the hero or 
heroes will be voted one of the items 
each, if there are enough. 

Only five of these broo carry disease, 
so each person must roll 96%-+ to catch 
a disease from wounds or treasure, one 
roll per wound, plus one for the treasure. 
Roll 1d6 times on the table of victims for 
diseased NPCs, minus one per party 
member who is infected. 

Roll 1d20-2 times to see who, if any- 
one, dies in the battle. The party will, of 
course, fight normally, being attacked 
by 1d4-2 new broo each round for 1d6+2 
rounds. A minus figure means that one 
or more of the broo fighting that charac- 
ter will break off. Atthe end of the 1d6+2 
rounds the broo will be practically 
defeated, and characters in trouble will 
receive aid in 1d4 rounds. 

The broo in the caves will snipe from 
cover with slings until the attackers can 
clamber up to them. The caves are not 
very high: 1d3 damage to anyone who 
both falls and fails a POWX5 roll. Anyone 
charging the ambushing broos will fall 
into the pit: taking no damage, but being 
put at a disadvantage. 

However, Dvarhelm will not be eager 
to face the broos. He will argue for going 
around through the hills. lf he persuades 
the party, roll random encounters three 
times a day for 1d4+ days, as they try to 


find a way through. From now on, add 
the extra time take to the day-number. 

The rest of this day will be spent either 
in the hills or traversing the pass. 


Days 8-10 

Coming out of the hills, the caravan will 
move south-west, to arrive at evening in 
a human township. The people will be 
grateful for news of the broo-ambush, 
and very grateful if the broo have been 
wiped out. No garotting will happen that 
night. The baboons leave the caravan 
here, intending to go south. 


Day 11 

The caravan makes poor progress 
today. It is raining heavily, and they are 
moving on a dirt track through wood- 
land. Wheels frequently have to be 
unstuck. 

There will be another killing in the 
night. By this time the party should have 
some idea who is responsible. Certainly 
accusations and counter-accusations 
will have been thrown around: the party 
will come under suspicion. 

From now on the Illuminated One will 
have a 10% cumulative chance per day 
of realising the Flesh Manites are 
responsible. On a 96%-+ he accuses 
someone else: roll on the Victim Table to 
find out who is wrongly accused, sub- 
stituting Dvarhelm for Watu and his ser- 
vants when you roll. 

If the Flesh Manites judge anyone is 
getting suspicious they will creep away 
in the night. 


Days 12-13 
It is still raining heavily. The caravan 
comes to a river, to find that the ford is 
flooded. A way must be improvised to 
get men, beasts and waggons across. 
Dvarhelm will welcome suggestions. 
Even after sensible precautions are 
taken, there is a 25% chance that some- 
one or something will be swept away by 
the swift-flowing river. The caravan is 
held up for a day. 


Day 14 

A soggy caravan treks north-west, skirt- 
ing a range of mountains to the east. 
During the day the rain slackens. Roll a 
random plains encounter. 


Day 15 

The rain finally stops. Moving north, the 

scouts find a wounded griffin. If it is 

aided, it will be grateful, helping by 

scouting from the air. Its name is Lerao. 
A band of mounted nomads can be 
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Developed by 
Warren Spector 


Designed by 
Greg Costikyan 


Boundonlybythe — The iteeate Science 
imagination ofits Fiction Fantasy Game. 
players, the game Galactic exploration, 
of fantasy, ambition negotiation & combat 
diplomacy & conquest. in the vast unknown. 


You play a tribe on the world of Crane . . . a beautiful, intriguing You play a people in a galaxy of unknown planets and star systems, 
planet of fertile plains and myriad seas. Proud cities and profound set in the far future. You design your own species, choose your 
arts were devastated by the great plague; but now the tribes are home planet type, ideology and political system. As the race 
uniting once more, joining the struggle for survival and mastery. develops, your technological abilities increase, and so do the 
Diplomatic and tactical skills are more vital than mere size and possibilities: telepathy, psionics, self-teleportation, star fleets, and 
military strength as you experience the thrill of danger and the any number of tactical or scientific progressions. Negotiation with 
excitement of discovery. Play a WANDERING, MERCHANT, SEA or other players will be vital, as you vie for supremacy and roam the 
WAR tribe, in this exceptional and absorbing game experience. galaxy. 


These are play-by-mail games: hundreds of players in 
the same game send in turns to Mitregames, while 
negotiating with each other as they wish. Payment is 
Roreriirs, to turns played. The complete start-up 
age for either THE TRIBES OF CRANE or 
STARA TER is available in your local games 
shop, price £9.95, which includes the first two 
turns of play. In case of difficulty, games may 
be ordered post free from Mitregames, at the 
address below, enclosing cheque/postal order 
for the games you require. 
Trade enquiries to: Games Workshop, 
27/29 Sunbeam Road, London, NW10 6PJ \ 
U.S. enquiries to: Games Workshop, 77 Burntwood Grange 
9110F, Red Branch Road, Columbia, MD 21045, USA Wandsworth Common, London SW18 


Please mention White Dwarf when replying to advertisements 48 


Dear WD, 

Aaaaarrgh! This is a heart-felt plea 
from all those grey-haired gamers who 
have been playing for many years and 
who are becoming exasperated by your 
magazine. Take as an example, issue 57. 
The article on psionics was interestin 
and useful, as were the Open Box an 
Night’s Dark Agents. The comic strips 
were, as usual, fairly to very amusing; 
the two scenarios were excellent, but 
Critical Mass, RuneRites, Lew’s Views, 
Starbase, Fiend Factory and Treasure 
Chest were typical — totally insipid and 
tedious. 

For these columns to be of any use, a 
different approach is required by their 
respective editors. For example, rather 
than produce endless lists of new 
monsters in Fiend Factory, how about 
each issue being a treatise on the life- 
cycle of well established monsters (re- 
member the Uruk-Hai battle manual?), 
Similarly, what happened to Bob 
McWilliams’ thought-provoking 
bibliographies? 

Also, please inform Messrs Clarke and 
Langford that If | want to read reviews of 
books and computer software | will buy 
magazines dealing with such things. The 
article on the Belgariad in issue 56 indi- 
cated what Critical Mass should do: 
show how to adopt ideas from books to 
= campaigns. Likewise, | may have 

een involved with in the creation of 

Microview in a small way, but it is cur- 
rently a waste of space. Reviews, if they 
have to be there, should be of commeri- 
cally produced GAPs, and the depart- 
ment should concentrate on printing 
useful GAPs written in a standard, 
widely known dialect of BASIC (eg 
Sinclair BASIC). 

Yours in impassioned anguish, 

Nick Middleton, Cameley, Avon. 


The role of Microview is certainly under 
scrutiny at present; with games being 
extensively covered in computer 
magazines any reviews would be dupli- 
cations of countless others. The trend 
towards useful GAPs will continue, 
whenever possible. Critical Mass is, 
however, the only real source of infor- 
mation on SF/Fantasy books which is 
widely available to hobbyists and 
although you could join the BSFA to get 
the necessary information | wonder if 
WD readers would thhink the extra 
expense warranted it? -Ed. 


Dear WD, 

| cannot understand why a role-playing 
games monthly has wasted so much 
space to a simpleton’s adventure. | am 
referring to the Castle of Lost Souls. This 
coincided with the Dwarf’s = 
release in newsagents and | hope that 
this style of adventure does not indicate 
the future level of your magazine. 

| will stop ‘Dwarf bashing’ now and 
return to the increase in the amount of 
Traveller and the decline in what was an 
overall superiority of RuneQuest arti- 
cles. The superb adventure Sky-Rig was 
the best for a long time; although the 
basic idea of a lost sky-rig sounded 
familiar, the scenario proved to be 
refreshingly original. This is a must as an 
adventure in a campaign. The only ques- 
tion | have to ask is why don’t you set 
most of your scenarios and Traveller 


linked articles in the Imperium? At one 
time you used to and! am sure that most 
people use the Imperium as their cam- 
paign background. 

Also | feel | must agree with the gen- 
eral view that the Dwarf is becoming a 
‘magic and monster’ factory. Although | 
don't really object, | do find that a lot of 
the monsters are unuseable because 
they lack sufficient background, and as 
for the magic spells and items it is rare 
that! find an item that is good enough to 
be used in my campaign. Maybe it 
would be better if the Fiend Factory and 
Treasure Chest were combined and 
broadened their horizons a little. 

Yours, 

Stephan Sanders, Reading. 


! am a little surprised that you think the 
Traveller articles are not linked with the 
Imperium—Bob McWilliams ensures that 
Starbase articles tie in with the 
Imperium, and although not every adven- 
ture has Imperial involvement, surely it 
isn’t always necessary to produce an 
enjoyable Traveller adventure? —Ed. 


Dear WD, 

Eric of Bonémaloné? Melancholy 
crimson-eyed wimp? By Arioch! What 
do you think you’re playing at? Is this the 
true fate of the champion eternal, to 
share the same cartoon strip with a 
clumsy, musclebound wally? 

Seriously though, | have to congratu- 
late Carl Critchlow on an excellent car- 
toon, which had me laughing from the 
first frame to the last — well done! 

And so, until the next conjunction of 
the million spheres | bid you farewell. 

James Broughton, Lincoln. 


It seems we can’t leave Elric alone — 
hope you enjoy ‘his’ exploits this issue 
as well! -Ed. 


PASSED BY 
imperial Navy 
| CENSOR bch 


Dear WD, 

| don’t often become moved to put pen 
to paper, but | feel | must respond to the 
letter from Altea the Enviable in WD57. 

I've been reading WD since issue 1 
and have always found it very interest- 
ing. This may be because | have an ‘aber- 
rant mind’ and like to play RuneQuest (| 
used to play D&D and AD&D but | got 
better). 

Now if ‘Altea’, who must be so far into 
gaming he can’t remember his real 


name, bothered to read through the 
classified ads section, he (or she) would 
notice [WD57 being a fine example] that 
there are a vast number of ‘aberrant 
minds’ out there clamouring for RQ arti- 
cles, scenarios, products, etc, so it 
seems to me that RQ is just shifting the 
balance alittle to the more needed areas 
of FRP. Let's face it, to go through all the 
available material for the D&D family. 
you'd spend enough time to have got 
yourself an Open University Degree. 

As to complaining about articles 
aimed at the new (via newsagents) 
readership, that shows an extreme 
reluctance to allow our hobby to spread. 
The articles were informative and 
interesting and I, despite having been 
gaming for years, managed to 
appreciate them —1can only wonder did 
‘Altea’ even bother to read them. 

Yours, 

Jon Crane, Tidworth. 


Dear WD, 

Wearecrying out for some guidelines 
for applying alignments in AD&D to 
inter-party wrangling. The alignments 
as described in the DMG and PH are (or 
seem to us to be — but maybe we're just 
thick) very orientated to a view of the 
world as a whole and we are finding it very 
difficult to apply them to a satisfactory 
degree, particularly with respect to char- 
acters with some degree of neutrality. 

Where does the rest of the party stand 
in relation to the instigator(s) of the row, 
whether itis over an item of the spoils, a 
course of action or the general attitude 
of a member of the party? We realise 
that this is a pretty vague way of putting 
it, but to give some detailed examples of 
the many and varied devious, backhand 
stunts that some people have been pul- 
ling would take not.a short while. 

Please help! An article would be great 


if anyone feels like sticking their neck 
out. There have been some extremely 
heated discussions, both in and out of 
character, with the DMs, who want to 
keep control but are finding it mind- 
bendingly difficult. 

Well, there it is. Hope you can see 
what we're es at and | don’t sup- 
pose we’re the only ones in this mess. 
Article? Go on... why not? 

Love from, 

Kate, Dunc and Phil, Manchester. 


TABLETOP HEROES 


Photographs by Andy Whale, Gary Chalk and Joe Dever 


Tabletop Heroes /s a regular 
column of figure reviews and 
painting tips, written by Gary 
Chalk and Joe Dever. 


A BRUSH 
WITH THE 
LORE 


Avoiding Some 
Hair-Raising Problems 


This month we're turning the spotlight 
on two important basics: paints and 
brushes. The brush is the single most 
important aspect of good painting and it 
is a false economy to purchase cheap 
brushes instead of a relatively expensive 
but good quality sable brush; treated with 
care a sable brush will outlast and out- 
paint several cheaper nylon or squirrel- 
hair brushes. Model shops rarely stock a 
wide selection of quality brushes, there- 
fore we recommend a visit to your local 
art shop. A Size 1 sable brush is a most 
worthwhile investment, for it will per- 
form a wide range of tasks. Once you 
have invested in a sable brush, look after 
it; store it in an upright position and 
clean it thoroughly between colours and 
after use. Remember three simple rules: 
1. Never dip your brush all the way into 
a paint. 

2. Never \eave your brushes in the thin- 
ners bottle. 

3. Do not use the same brush for enamel 
and acrylic paint. 

When your brush eventually loses its 
point, it can still be put to good use for 
rougher painting tasks such as large 
figure bases and dry-brushing. 

The most common paints used to 
finish miniatures are enamels and 
acrylics. Paints are classified according 
to the medium which binds together the 
pigment. The chart below lists these dif- 
ferent types of paint and their individual 
characteristics: 

Figs 1 and 4 show some of the new 
Lone Wolf miniatures available from 
Citadel. We would like to declare our 
obvious interest in this range but feel 
that Mike and Alan Perry have accurately 
sculpted our literary creations making 
them worthy of inclusion. Full Warham- 
mer statistics are included in the first 
boxed set entitled Giak Attack. The 
bridge featured in Fig 4 is from the Bel- 
lona range of wargame accessories, a 
cheap and highly recommended source 
of basic tabletop features. A similar 
range of 25mm buildings and acces- 
sories are also available from Gallia 
Reproductions, but ones cast in resin as 
iy ae to vacuum-formed plastic. 

ig 2 shows a threesome of Citadel’s 
jizardmen, sculpted by Tom Meier. Odd 
shields and weapons have subsequently 
been added to the original castings 
adding even more variety to the indi- 
vidual figures. 


TABLETOP HEROES 


Fig 3 depicts Sir John Tyreweld, 

ainted by Tim Hall. This animated 
eader is taken from the Citadel Regi- 
ments of Renown set called The Knights 
of Origo, a ten-figure boxed set that 
retails at £3.50. The knights themselves 
are all identical castings that closely 
resemble Teutonic knights of the 13th 
Century, each sporting the distinctive 
square barrel-helm or ‘Topfhelm’ of that 
fighting order. 

A close-up of the facial detail of Gol- 
goth, Lord of Balrogs [Citadel TA1], is 
depicted in Fig 5. In view of the £8.50 
price tag and the amount of work 
needed to construct it, we recommend 
this figure to advanced modellers only. 
Full instructions for assembling large or 
particularly difficult figures can be found 
in the new Citadel Compendium [£1.25] 
which additionally features an excellent 
painting guide by Keith Adams. 

With the popularity of wilderness 
adventures and mass-battle fantasy 


wargaming a need has arisen tor practi- 
cal terrain upon which such relatively 
large scale adventures can take place. If 
you do not enjoy the luxury of a perma- 
nent games table, or feel that your table- 
top settings let down your carefully 
painted miniatures, take a look at Fig 6. 
These excellent modules are just some 
of those available in the /ntegral Terrain 
range from Games Innovation. Each 2ft 
sq scenic module is manufactured from 
a dense expanded polystyrene formu- 
lated for its strength; its lightweight con- 
struction facilities ease of transportation 
and storage. A large range of modules 
are currently available and several new 
fantasy additions are soon to be entered 


into the catalogue. 


Useful Addresses 


Games Innovation, 23 Sladesbrook, 
Bradford-on-Avon, Wiltshire BA15 1SH. 
Gallia Reproductions, 21/23 Boston Rd, 
Holbeach, Spalding, Lincs PE12 7LR.O 


PAINTS GUIDE 


Type of Paint Characteristics 
WATER-BASED PAINT 
Watercolours Available in tubes or solid 
blocks. Matt finish. Thinner 


and Solvent: Water. 


Comes in a paste, powder 
or block. Matt finish. Thin- 
ner and Solvent: Water. 


Poster colour 


Finer pigment than nor- 
mal water colours. Avail- 
intubes. Thinner and 
Solvent: Water, or PVA 
medium (eg. Nacry!), 


Gouache 


Advantages 


Good for flags. Best used 
onan absorbent surface 
ie paper/card. 


Very opaque finish when 
applied to white u/coat. 
Good for flags. 


Wide range. Blend well 
and can give interesting 
effects but recommended 
to advanced/adventurous 
painters only. 


Disadvantages 


Watercolour blocks give a 
very weak wash only 


Tends to ‘bleed’ and pick 
up the colour of any pre- 
vious coats. 


Picks up colour from pre- 
vious coats. Less durable 
than enamel or acrylics. 


Available as liquid. Trans- 
parent. Matt finish. Thinner 
and Solvent: Water. 


ideal for use as atintover 
painted surfaces. 


Too pale to be used dir- 
on undercoated figures. 
Poor durability. A varnish 
is essential, 


Available in jars and tubes. 
Gloss to Matt finish. 
Thinner: Water 

Solvent: Ethyl Alcohol 
dries quickly. 


Acrylic 


Available in liquid or gel. 
Opaque colour, matt finish. 
Thinner: Water 

Solvent: Ethyl Alcohol. 


Emulsion 


OIL-BASED PAINT 
Oil Available in tubes. Semi- 
gloss finish. Thinner; Lin- 
seed oil, turps, or oil copal 
medium. Solvent: Paint- 
stripper (Take care to use 
a suitable stripper when 
painting plastics). 


Compatible with all water- 
based paints. Very rich 
colours and wide range 
available. Kind to brushes. 


Cheap. Ideal for large 
areas eg buildings and 
terrain, Readily available. 


Gives good results on 
horses on other large 
creatures. Widely available. 


Tends to flow less readily 
than enamels, and 
shrinks as it dries unless 
mixed with an acrylic ten- 
sion breaker, 


Clogs brushes very quickly. 
Not recommended for 
fine work. 


Can literally take weeks to 
dry. Rather rough pig- 
for small figure work. 


Available in tins, jars and 
aerosols. Gloss, matt and 
semi-gloss finishes. 
Thinner: Turps/White 
Spirit. Solvent: Paint- 
stripper (See ‘Oil Solvent’). 


Enamel 


Retains some of the better 
qualities of oil paints. 
Thinner: Turps 

Solvent: White Spirit. 


CELLULOSE-BASED PAINTS 

Cellulose Available in tins and 
aerosol cans. Gloss and 
matt finish. 
Thinner: Cellulose thinner. 
Solvent: Acetone or 
amylacetate. 


Available as liquid in jars 
and cans. Gloss finish. 
Thinner: Cellulose thinner 
Solvent: As above. 


Widely available. More 
realistic than other paints, 
especially on dull clothing, 
leather and figure bases. 
Reasonably priced. Excel- 
lent flow characteristics 
generally ensures a one- 
coat opaque finish. 


Touch dry in 24 hrs, Very 
rich colours. Compatible 
with oil and enamel paints. 
Inexpensive. Ideal for 
flesh tones. 


Quick drying. Good for 
gloss finish on large 
metal/wood metals. ~ 


Flexible —does not crack 
easily. \deal for scenary 
that receives constant 
handling. 


Notas bright as many 
other types of paint. 
Colours dull when mixed 
together. Medium and 
pigment tend to separate 
in container— always 
shake well before use. 


Takes up to a week to fully 
settle before varnish can 
be applied. Limited 
availability. 


Attacks some plastics. 
Does not blend well there- 
fore limited use with 

with small figures. 


Does not blend well. 
Limited use with small 
figures. 


Starbase is an alternate monthly 
column for Traveller enthusiasts, 
edited by Bob McWilliams. 


CORE 


Consulary 
Office of 
Reconnaissance 
and Exploration 


The following item tackles the perennial 
problem of providing players with suit- 
ably high-powered antagonists. | should 
not advise the use of the career proce- 
dure for player characters as it produces 
over-skilled persons compared to nor- 
mal Traveller procedures. Please also 
note that although Rudolf has used the 
Zhodane — Imperial setting, this expan- 
sion is in no way ‘official’—B McW. 


Despite its (intendedly misleading) 
name, this organisation of the Zhodani 
Consulate is no regular scout service. In 
fact, itis a highly secret intelligence 
agency specialised in covert survey and 
secret operations on non-tech and low- 
tech planets (TL 0-3) within both the Zho- 
dani Consulate and the Imperium. 

Most CORE-missions ase designed in 
order to establish a Zhodani-friendly 
and Zhodani-influenced (controlled) 
government, enabling the Zhodani to 
use the planet as a naval base, orto gain 
access to the planets natural resources. 

Apart from these routine missions, 
CORE is also responsible for covert sur- 
vey on newly discovered non-tech 
planets where a decision pro or contra 
interdiction has to be made, and for the 
control of all existing interdictions. 


ORGANISATION 

CORE Headquarters on Zhodane con- 
sists of the Executive Committee with 
Planning Board/Braintrust, the Scientific 
Department (evaluation of data, 
development and improvement of 
equipment) with a small Medical Branch 
and the Administration and the Field 
Operations Staff, which co-ordinates 
and controls all activities of the various 
detachments. Each District or Frontier 
District has a number of CORE-Detach- 
ments equal to the number of low/non- 
tech planets within or just beyond its 
boundaries. Size and equipment of 
these detachments vary widely, as they 
are tailored to the specific situation on 
the planet in question. One common fea- 
tureis the Ba/l-Team, afield unit consist- 
ing of one scientist/psionic (referred to 
as Brain), one combat specialist (Arm) 
and one support specialist (Line). 


STARBASE 


CAREER 

To enlist with CORE, a Zhodani has to 
have 9+ Intelligence and Education. 
Former members of army, navy or scout 
service are preferred. 


Basic Training 

Consists of 4 years at CORE Academy on 
Zhodane. The trainee may choose one of 
the three careers: 

Scientist/Psionic (Brain). Only possible 
if the trainee is a telepath/clairvoyant. 
Apart from psionic training, the subject 
of Xeno-Ethnology is also studied, and 
gives the future specialist Liaison-1, 
Interrogation-1 and Streetwise-1. 

Combat Specialist (Arm). The trainee 
attends weapon training and learns 
some related skills: one vehicle skill; 
Recon-1, or Survival-1; Demolition-1 or 
Combat Engineering-1; and either 
Sword-1 + Bow-1 or Blade-1 + Pistol-1. 

Support Specialist (Line). A well- 
trained technical expert, skills being 
Communication-1; Computer-1; either 
Mechanical-1 or Electronics-1, one vehi- 
cle skill and Forgery-1. Lines are able to 
handle almost any equipment of TL14 
and anything below, After Basic Train- 
ing the recruit is promoted to Specialist 
1 and starts his or her first 4-years’ term 
in active service. Each term is divided 
into 1 year active duty (Field Assign- 
ment), 1 year Internal Duty, a second 
Field Assignment of 1 year, and finally 1 
year of Advanced Training. 

During Field Assignments no skills 
may be learned. During Internal Duty, 
the specialist learns the following skills 
on aroll of 9+ each: Medical, Administ- 
ration, Computer. 


Advanced Training 

Each fourth year this may be attended 
on any school of any Zhodani service. 
The specialist is free to choose any 
school and to learn whatever he thinks 
necessary for his job, but common 
favourites are Commando School for 
‘Arms’, Intelligence School for ‘Brains’ 
and Specialist Schools for ‘Lines’. Each 
CORE-agent surviving a 4-year term 
without spoiling a major operation is 
automatically re-enlisted and promoted 
to the next higher rank (CORE-Spec 2, 
CORE-Spec 3 and so on). 


CORE TACTICS 

If the situation on the planet in question 
does not request otherwise, the routine 
procedure for a mission is the following: 

1. The BAL-Team (only very rarely 
more than one team) is smuggled onto 
planet by a scoutship and uses the first 
week(s) to establish a secret and well- 
hidden base, where the equipment, 
supplies and one vehicle are stored. 

2. The support specialist uses his out- 
fit (recon drones etc, often disguised as 
animals) to obtain as much information 
as possible. 

3. When enough information has been 
gathered the support specialist stays at 
the hidden base to give back-up if 
needed, and the two others disguise as 
natives and carry out the planned opera- 
tion. They stay in permanent contact 
with base, at least once daily, by radio. 
Under normal circumstances (not 
always within Imperial space), a scout- 
ship or a patrol vessel of the navy keeps 
near the planet to provide additional 
support, if required. 


CORE-agents rely heavily on their 
technically supeior outfit and their skills 
to solve a given problem. Direct use of 
force and modern weapons is consi- 
dered ‘unsound’, having little to do with 
good intelligence work. 

In any case, the BAL-Team is always 
commanded by the scientist/psionic 
(‘Brain’), and also all supporting units. 


SCENARIO SUGGESTIONS 
CORE-specialists may be encountered 
on literally any low-tech or non-tech 
planet along the Zhodani-imperial bor- 
ders—Spinward Marches, Out Rim Void, 
Vanguard Reaches and Beyond. There 
are innumerable ways how players 
could come into contact with them. Here 
are a few: 

1. The players were sent by a patron, 
probably a corporation, but perhaps an 
Imperial military or intelligence organi- 
sation, to establish peaceful contact with 
alocal government. Unbeknownst to the 
players, aCORE-team is trying the same, 
and will do its best to get rid of the 
players. 

2. Something (eg a crashed courier- 
ship) or someone on the planet has vital 
information. Both sides, the players and 
the CORE-team, are racing to get the 
information first. Unfortunately, the 
natives know of this, so all activities 
have to be under cover. 

3. In addition to the plot(s) above, the 
society forming the background of the 
struggle is strange and unpredictable. 
Activities are hindered by the natives’ 
religious beliefs and traditions (“Never 
step on Akr'll’geshkts on the day of the 
sinking moon!”"), and the players have to 
use all their cunning. 

Many referees have problems in 
designing low-tech cultures. Help may 
be found in fantasy RPGs, for much of 
their material can easily be adapted. | 
used the town Irilian [WD42-47) as a cap- 
ital of a low-tech world, and had the 
players trying to overthrow the Zhodani- 
controlled council by causing an insur- 
rection of the mob. It worked quite well, 
although some problems had to be 
solved in advance: 

1. Magic and strange monsters are dif- 
ficult to fit into Traveller. You may throw 
them out, or replace them (eg turn magic 
into psionics — but be careful — and 
monsters into dangerous animals). 

2. Fantasy adventures often have a 
very straightforward plot: the good ones 
trying to erase the bad ones and vice 
versa. Just drop the ‘philosophical’ side 
of the conflict (Law versus Evil) and 
change both sides into more human 
political factions, including much 
treachery and double-crossing. 

3. Most Traveller skills, except 
perhaps sword and bow, do not fit too 
well into a low-tech setting. Therefore, 
lay emphasis on good role-playing 
instead of dicing out the successful use 
of skills! Make the players use some 
brainsweat on ‘political’ moves like 
destroying an enemy’s reputation 
through nasty rumours and the like. And 
never forget that the CORE-guys are 
experienced in just this kind of 
psychological warfare. 

4. Take care that no-one runs berserk 
with a plasmagun! Such weapons can 
easily destroy an entire low-tech town 
within seconds.1) 
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GLADIATORS IN RUNEQUEST 
by Matthew Pook 


It is quite possible for cities to have 
amphitheatres in which to stage sports 
contests, public executions, and 
gladiatorial games; the last might take 
place every 2-3 weeks, and have an entr- 
ance fee of about 5 clacks. At great festi- 
vals they might last several days. 


How to Become a Gladiator 

Two types of gladiatorial school exist, 
the first privately owned by a rich noble 
or other individual who can afford it, the 
second run by the local ruling hierarchy. 
One may enter a school between the 
ages of 10 and 13, in which case STR, 
CON, and DEX will be 2d6+6 (or an equi- 
valent improved level for non-humans), 
or between the ages of 14 and 45, in 
which case normal training will be 
received but there is no bonus to charac- 
teristics. Any race or sex may join; one 
may sign a contract with a private owner 
for a year, which the signatory cannot 
break but the owner can at any time, and 
renew for further years if desired, or sell 
oneself to the school as a slave. This 
may also be done for the publicly owned 
school, but only a really desperate per- 
son would do it, for membership of a 
publicly owned school is normally for 
life; most such gladiators will be crimi- 
nals or bought slaves, who are often war 
captives, and private gladiators may 
also be acquired in this way. Earnings as 
a gladiator should not be too high (as a 
rough guide, 1d100 x 2d4 lunars a year, 
and see below), but a popular gladiator 
may earn more, and could eventually 
earn enough to buy freedom if the 
owner(s) consent; this will be sym- 
bolised by the gift of a wooden sword, 
which might also be presented to an out- 
standingly successful and popular 
gladiator, to gain favour with the crowd. 
Each gladiator receives a tablet record- 
ing his/her name, that of the owner of 
the school, and the date of issue. This 
must not be lost, on pain of death. 


Training 

The gladiator will receive 25% training 
(+ attack and parry bonuses if positive) 
in the fighting style for which he/she has 
been selected; roll d100 and check the 
table below (STR and DEX must affect 
the choice, as also of broad or bastard 
sword). Other RO weapons may be 
used, but not normally missile weapons. 
Skill already gained with another 
weapon will be regarded as a speciality, 
and the weapon master will give little or 
no training in this, but rather in a new 
weapon. Those with unarmed combat 
skills might be pitted against one 
another, or against an armed opponent. 
Unless otherwise stated, the only pro- 
tection wornisa leather loincloth (1 or 2 
points on abdomen). 


Gladiator Style Table 

01-09 Open helm, plate/heavy scale 
cuirass, large shield, javelin, and 
short sword. 

10-18 (Usually pitted against next) curved 
dagger-like scythe (cf Lunar sickle) 
and small round buckler which 
can be used like a heavy cestus. 


RUNERITES 


RuneRites is a regular column for 
readers’ ideas for RuneQuest, 
edited by Dave Morris. 


BLOOD 
SPORTS 


19-27 Full helm, medium shield, 1H 
sword, 1 or 2-point leather wrap- 
ped around sword-arm. 

28-36 Netman (usually pitted against 
next) with net in right hand, tri- 
dentin left; will try to entangle 
opponent and kill with trident [see 
Cults of Terror or Borderlands for 
net-fighting]. 

37-45 Full helm, large shield, 1H sword. 

46-54 Any combination of visorless full 
helm (ie blindfold) and 2 weapons; 
two such will always be pitted 
against one another. 

55-63 Short sword in either hand. 

64-72 Full helm, plate cuirass, vam- 
braces, and greaves, chainmail 
skirt, with any combination of 2 
weapons or 1 weapon and shield. 

73-81 Lassooman; will try to lassoo 
opponent and finish off with dag- 
ger [see Different Worlds 22 0n 
use of lassoo]. 

82-90 Gang: one of several trained to 
fight together, roll again to see 
what you are trained as. 

91-99 Beast-fighter; will fight wild ani- 
mals, roll again to see what you 
are trained as. 

00 ~=—sC Trained in all types; can only begin 
at age 10-13, roll again if not. 


In a single-day games, only about 
1d4+1/+2 fights will take place, anda 
gladiator will fight only once or twice; 
during a festival of several days, a rich 
school might provide 1d6+2 fights of 
various types, and a gladiator will take 
part in 1d3-1 fights, per day, but poorer 


schools will provide less. As the 
gladiator’s popularity increases, he/she 
will fight less often proportionately. If in 
bad health/condition, a gladiator will not 
fight at all. After each games normal 
experience rolls will be taken, and train- 
ing continues. Pay is normally 1L per 
week or per kill; after every 10 kills 
made, a gladiator is eligible for a gold 
sword (worth 5 wheels), and at any time, 
once established, may be given a 
wooden sword and freed from service. 
He/she may then re-engage if so desired. 
Battle magic may be used, but by 

agreement between the combatants’ 
owners; private owners must abide by 
terms set by the publicly owned schools 
if providing opponents for them. If the 
terms agreed are broken by one 
 ehegtrt his/her opponent wins the 
ight; if both break the terms, the fight 
is void. 


PIT FIGHTING 
by James Waterfield 


Pit-fighting is a popular sport among 
barbarian races of all sorts, to judge 
from the tales of travellers who have wit- 
nessed and adventurers who have sur- 
vived it. The essential feature is the pit, 
3m square and 3 deep, with many 
wooden spikes set into its walls. Fighters 
are let loose in the pit naked, apart from 
any weapons or shields they may be 
given; a Fumble will mean a fall onto 
one of the spikes and a successful 
Knockback will force an opponent onto 
one, which will do the damage of a 1H 
short spear to a random hit location and 
could well impale. ‘Staffers’ armed with 
quarterstaffs will stand at the sides of a 
pit to strike any fighter who tries to climb 
out; they usually have about 60% ability. 
The mode of combat varies according to 
racial traditions; humans may put a 
fighter in unarmed (optionally, GM's 
might allow pit-fighters to have 
unarmed combat skills [cf WD30 and 47], 
but trainers in these would be rare 
indeed in most areas); trolls might offer 
bludgeons to use; broos might require a 
head-butting contest. 

A circumstantial account of Morokanth 
practice (which cannot be confirmed at 
present) reports that they select likely 
herd-men, give them INT through the 
Rune Spell a/ter creature, and train them 
to use metal claws which mimic the 
Morokanths’ own, doing 1d6 damage (+ 
any bonus), to 50% ability, with small 
shield at 40%. The various clans will 
compete, using captured humanoids as 
well as herd-men. Champion pit-fighters 
may arise (usually Ogres and Agimori) 
and any fighter who has been champion 
for a season will be freed (a good 
background for a PC). Agimori who are 
freed and return to their tribe are treated 
as heroes for having proved the 
superiority of the Agimori, and always 
gain status as minor chiefs or leaders of 
small clans. Morokanth like to pit adven- 
turers who enter their lands against 
herd-men, allowing them only small 
hand-weapons like daggers and short 
swords, and small shields. Any adven- 
turer who wins a fight against a trained 
pit-fighter will be freed, and may even 
receive as a prize a set of metal claws. 
Trolls might well train trollkin to fight in 
similar contests. 
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FIEND FACTORY 


Fiend Factory is a regular department for readers’ D&D monsters. 


This issue, the Great Hunt. 


THE GREAT HUNT 


by Simon Iff 


INTRODUCTION 

Remember the Wi/d Hunt Competition 
in WD53 ? Well, we've finally sorted out 
a winner from the many entries, and 
here it is, the Great Hunt by Simon Iff. 
The two runners up who won signed 
copies of lan Livingstone’s Deathtrap 
Dungeon and Island of the Lizard King, 
were David Fincham of Norfolk and 

J Clark McAbee of Washington, USA. 


BACKGROUND 
On learning that the Lord Demogorgon 
had created the ‘Death Knights’, the Lord 
Orcus flew into a mighty and prodigous 
rage, reviling the Prince of Princes for 
trespass into his own province of 
sovereignty over the undead. In his fury 
the Lord Orcus resolved to create a 
power so formidable, and so mighty 
withall, that it would thunder through 
the spheres, hunting down and destroy- 
ing the Death Knights, wherever they 
could be found. In passing the Lord 
Orecus had also created a formidable 
agency of his own will. 
Pamlar Sn‘Grasse 
‘The White Book of Maripoisa’ 


In his search for the ultimate huntsman, 
Orcus worked an act of unparalleled nec- 
romancy — forging physical form out of 
the very fabric of the Negative Material 
Plane. Six such forms were created in 
total, and the spirits of Orcus’ six most 
powerful human clerics compelled to 
inhabit them. The result was the Reavers. 


THE REAVER 
No Appearing: 
Armour Class: 
Movement: 
Hit Dice: 
Attack: 
Alignment: 
Intelligence: 
Size: 
Magic Resistance: 80%/Standard 
[See below] 


1-6 [See below] 
-1/4|See below] 
‘Zr 

90 points 

By weapon 
Chaotic Evil 
Exceptional 

M 


GENERAL 

The reavers, as these creatures were 
named by men, normally roam the 
Prime Material Plane in search of their 
implacable foes, the Death Knights [see 
Fiend Folio]. They may also be encoun- 
tered throughout the /nner Planes and 
even in the Plane of the Abyss. They usu- 
ally hunt in pairs, but may try to sum- 
mon their kin if the need is great. Under 
exceptional circumstances the reavers 
may hunt together as The Great Hunt, 
under the sway of Sklavak, Captain Gen- 
eral of the Great Hunt and High Reaver. 
A form of telepathic empathy operates 


between the reavers, each being aware 
of the needs of the others over 
immeasurable distances, hence their 
ability to ‘call’ to each other, even across 
the Planes. When enclosed by the same 
Field |see below], they are able to tele- 
pathically communicate precise infor- 
mation freely and instantaneously. 

Unlike true demons, reavers are able 
to move from their home plane, (the 
Negative Material), into any other Inner 
Plane once a day without aid. They must 
then remain in that plane for atleast one 
full day before they are able to return 
home. They are unable to travel directly 
from one foreign plane to another, or 
from a location in a foreign plane to 
another, or from a location in a foreign 
plane to another location on the same 
plane. They can only visit the Abyss if 
summoned there. They can be sum- 
moned or dismissed in the normal ways 
by any brave enough totry. They are not 
affected by holy water or holy symbols. 
They can be compelled to service only 
through the same powerful magic as will 
bind a typelV demon. Reavers will never 
bargain service for tribute or sacrifice, 
nor will they ever be placated by offer of 
the same. A Reaver will only serve a 
magic-user if placed under the compul- 
sion of a powerful threat, but will there- 
after harbour undying hatred towards 
the individual concerned. 


THE REAVER ‘FIELD’ 

Reavers have the ability to ‘tear free’ a 
small portion of the Negative Material 
Plane and cloak themselves in it. They 
will normally be encountered surrounded 
by such a field. Itis 3” in diameter, com- 
pletely enveloping the reaver, and mov- 
ing with it. 

From outside of a reaver's field an 
observer can see only an opaque mist of 
indefinite quality and colour—a hole that 
is no hole, obscuring that which waits 
within. Reavers are able to maintai» 
such fields communally, and will always 
seek to do so in combat. Thus two reav- 
ers in close proximity can support a 4” 
field, three reavers, a 5” field and so on. 

A reaver suffering from more than 50 
points of damage is weakened and is 
unable to support a field, which will col- 
lapse doing 1d10 points of damage to all 
inside excluding the reaver. Losing its 
field will not effect the reaver’s ability to 
gate, but will mean that it must remain 
in its home plane for 1 month before any 
further travel is possible. Neither will it 
interfere with the Reaver’s empathic 
ability and, if its field is down, it will nor- 
mally either gate itself out or call to its 


kin. If sufficient damage is inflicted on a 
reaver who is supporting a field in con- 
junction with other reavers, the field will 
simply shrink 1” in size — doing damage 
only in that area through which it has 
contracted. 

Only the physical form of a reaver can 
be destroyed outside of the Negative 
Material Plane. |f this should happen the 
reaver's spirit will return to its home, 
where it must remain for one year. It will 
lose all its previous marks in this period 
[see below]. While ‘in-field’ a reaver’s 
Armour Class is -1 and its Magic Resis- 
tance is 90%. ‘Out-of-field’ its Armour 
Class is 4 and Magic Resistance stan- 
dard. (As 13th level Cleric.) 

A reaver has no spell casting ability. It 
can, however, infallibly recognise its 
quarry once the quarry has entered the 
field, Itis also able to immediately sense 
the presence of any creature, even an 
invisible one, that enters in. Thus it is 
impossible to ‘sneak up on’ or ‘surprise’ 
a reaver. The reaver can mentally mark 
all intelligent individuals that enter, and 
can always recognise that creature as an 
individual thereafter. 

A reaver can sense marked individuals 
even beyond the limits of its field. It can 
feel their presence up to a distance of 10 
miles, although it is only aware of direc- 
tion and not precise position. A reavers 
mark can be removed by remove curse 
or its equivalent. Anyone entering a 
reaver field for the first time has to save 
vs spells or be smitten with The Reavers 
Bane: morale and ‘to hit’ rolls reduced 
by 2 while enveloped in the field. Failure 
to save means that a character will always 
be effected in this way by reavers. Sav- 
ing means that a character is never so 
effected. A remove curse or its equiva- 
lent will negate the effect, but anew sav- 
ing throw must be made on any sub- 
sequent encounter. Going into a reaver 
field has the same effect as entering the 
Negative Material Plane. See the DMs 
Guide for details. 

Characters who enter the reavers field 
find themselves on what seems to be a 
flat and featureless plane that stretches 
away in every direction. The sky is a dull, 
overcast grey. Characters who step back 
outside of the field find themselves back 
at exactly where they first entered even 
if the field has since moved. 

Inside a field, all objects not personal 
to a character cease to exist. Outside of 
it they appear again unchanged and un- 
affected. For this reason missiles fired into 
the field from outside prove completely 
ineffectual. Even if encountered in a nar- 
row corridor the inside of a reavers field 
will always extend fully. Only the power 
of the pentagram will contain it. 

Once within, a character can clearly 
see the reaver itself, together with any 
creature already inside. On the Prime 
Material Plane a reaver will normally be 
encountered riding a nightmare (see 
Monster Manual). The reaver itself 
appears as a beautiful and well propor- 
tioned young woman — the image of 
youthful beauty. It wears voluminous 
dark robes, beneath which black mail 
may occasionally be glimpsed. Its skinis 
white and its hair, which falls to its waist, 
is rich and dark. Only its eyes give away 
its unearthly origins, for they are entirely 
black. Each wields a +3 morning star. A 
reaver attacks twice per round. 


THE HOUNDS OF THE REAVER 

A reaver is almost totally unaware of 
what lies beyond the limits of its field, 
being sensitive only to previously marked 
individuals. To overcome this limitation 
areaver is able to animate and summon 
to itself the corpses of the dead. It will 
then use those creature's senses as its 
own over an area a mile in radius, 

Each reaver can call to itself 1-10 
‘hounds’. The summons will be heard 
over an areaa milein radius. The anima- 
tion will take 1 turn and the hounds will 
arrive in 1-12 turns. The recently slain 
will be summoned in preference to the 
long dead. DM's should decide random- 
ly how many dead respond and how 
quickly. If insufficient respond for the 
reavers needs, it will simply movea mile 
hence and try again. A reaver can 
‘summon’ at will whilst ‘in-field’. 

Any hound encountered while res- 
ponding to the summons can be treated 
as a standard zombie. [See MM.] How- 
ever, they can only be turned as 
spectres, avoiding combat and concen- 
trating rather on reaching the reaver. 
The hounds will collect, waiting till all 


are gathered, and entering the reavers 
field together. At this point they undergo 
a number of changes, becoming true 
Hounds of the Reaver. 

Hounds act as if under a permanent 
haste spell — attacking twice per round 
and moving 12” per turn. However, 
hounds will ‘burn out’ after 24 turns, 
crumbling irrevocably to dust. A reaver 
does not need to remain passive to 
affect this domination. Itcan perform all 
its other functions even while control- 
ling hounds over a distance. True 
hounds of the reaver cannot be turned at 
all. Each reaver controls its own hounds, 
and if itis destroyed or leaves this plane, 
all its hounds will drop immediately. 


REAVER HUNTING TECHNIQUES 
When a hunting pair are sent to the 
Prime Material Plane, the reavers will 
normally first summon a nightmare. 
There is a 90% chance that a nightmare 
will respond and serve until dismissed. 
This summons can only be made once a 
day. When satisfactorily established, the 
reaver will normally rest for 24 hours. 
This enables it to gate itself out, if the 
need should suddenly arise. Occasion- 
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ally, a reaver may forgoe this insurance, 
straightway summoning a pack of 
hounds and moving to the hunt. This will 
normally happen when a reaver feels its 
quarry is particularly weak or when the 
time factor is of great importance. 

When hunting quarry not previously 
‘marked’ the reavers will next split-up 
and send out hounds to search the 
immediate area. A reaver may, if 
hardpressed, question other creatures 
in its search for the victim. Both Sklavak 
and Barbatos [see below] may also 
make use of their psionic abilities in such 
situations, 

When a hound makes contact with a 
creature which the reaver suspects to be 
its quarry, its first objective is to force the 
creature to enter its ‘field’. It will go to 
considerable lengths to achieve this, 
preferring not to kill until it has been 
accomplished. The reaver may use its 
hounds to drive or entrap its victim, or 
may simply seek to outrun it and ride it 
down. Once this has been done, the 
reaver can bring the full force of its 
abilities to bear. It may go for an 

ill, if such is its purpose, or it 


may withdraw, call to its partner and 
await its arrival before taking action; but 
always keeping its prey withing the 
range of its now enlarged senses. 

Should a creature find some way of 
evading the reaver at this point, or if the 
reaver should be sent to hunt a creature 
previously ‘marked’ by it, the reaver will 
seek it through its own senses rather 
than through those of its hounds. 
Hounds will still be summoned however, 
as reavers prefer to kill through agents 
whenever possible. 

Both reavers and nightmares can 
travel at their maximum movement rate 
indefinitely while ‘in-field’ — however a 
hunting party will normally travel at the 
movement rate of its hounds—stopping 
to summon new hounds when old ones 
‘burn out’ even if this allows their quarry 
to increase the distance between them. 
However they may well hunt on without 
hounds if stopping would mean losing 
an important victim. Of course they have 
no choice but to stop if a victim has not 
previously been ‘marked’. 

Reavers huntin an intelligent fashion. 
They are typically methodical rather 
than inspired in their approach, check- 


ing logical routes first. Remember-—their 
intelligence is exceptional and they are 
renowned for their patience. They can 
also respond with flexibility, 


THE HIGH REAVERS 

The first of the reavers created was 
Sklavak, The Slayer — High Reaver and 
Captain General of the Great Hunt. 
Sklavak differs from most of the reavers 
in its ability to use psionics, a power pos- 
sessed while still human. Its psionic abil- 
ity is 120. Attack/Defence modes A,E/ 
F,G,H. In addition it can exercise the fol- 
lowing disciplines: Minor — Hypnosis, 
Empathy. Major — Energy Control. 

Sklavak is armed with a Mace of Life 
Stealing, (as Sword of Life Stealing 
— DM's Guide, but functions as a +3 
weapon). In all other respects Sklavak 
resembles its brethren. 

The second of the reavers created was 
Barbatos, High Reaver and Master of 
Hounds. Barbatos differs from its breth- 
ren in that, like Sklavak, it is also able to 
exercise those psionic abilities it posses- 
sed in life. Its psionic ability is 80, Attack/ 
Defence Modes A/G,H. In addition it can 
exercise the following disciplines: 
Minor — Hypnosis, Object Reading. 
Major — Mass Domination. 

When Barbatos’ Major psychic science 
is used in conjunction with the ‘sum- 
moning’ abilities of his field Barbatos is 
able to dominate and use as hounds, 
living creatures, even of monster class. 
Living creatures so summoned are enti- 
tled to saving throws as with the stan- 
dard psionic discipline; but if they fail 
the domination will last until released. 
The individual will not ‘burn out’, but will 
age 2 years every turn he or she is domi- 
nated. Dominated creatures will act as 
hounds in a// respects; the same 
bonuses and restrictions apply and they 
will unquestioningly perform even 
actions contrary to their alignment. Bar- 
batos typically uses living hounds as the 
vanguard of The Great Hunt. It can of 
course summon the dead to act as 
hounds, but not while controlling living 
ones. Sklavak and Barbatos hunt as a 
pair when not riding with The Great Hunt. 


THE LESSER REAVERS 

The names of the Lesser Reavers are 
Vual, Renobe, Lerajie and Glasgalabolas. 
Vual and Renobe hunt together, as do 
Lerajie and Glasgalabolas. 


THE GREAT HUNT 

Frequency: V Rare 

No of ReaversAppearing: 6 

No of Nightmares Appearing: 6 

No of Hounds Appearing — 

Living: 0-5 

No off Hounds Appearing— 

Dead: 0-50 
Movement with Hounds: 12” 
Movement without Hounds —15"/36" (as 
Mounted: Nightmare) 
Movement without Hounds— 

On Foot: 12° 

Size of Field: 8” Radius 


The summons to hounds for The Great 
Hunt will be heard over a full 6 miles, but 
hounds may take as long as 60 turns to 
reach the reavers. Even in The Great Hunt 
hounds can only be controlled over an 
area 1 mile in radius, and only by the 
reaver that summoned them.0 
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The last two issues featured some spell 
tips for magic-using player characters in 
Treasure Chest. This issue we continue 

with some ideas for the ingenious use of 
some 5th, 6th and 7th level spells. 


Passwall 

Ever thought of casting this spell under- 
neath someone (make sure they are 
eg on solid stone, wood or plaster, 
not earth), and after they fall in, casting 
a dispel magic? Splat. |'d like to see any- 
one survive that. Of course if you slow 
them first, they don't even get an action 
between your casting and dispelling it. 


Teleport 

Don’ttravel anywhere without this spell, 
especially if travelling with someone 
who has read this article. 


Wall Of Force 

Talking about a captive audience, ever 
thought of casting this around an oppo- 
nent. Unless she/he’s got a disintegrate 
spell, she/he is stuck for a while. Mean- 
while you can ready lots of nice sur- 
prises for him. 


Wall Of Iron 

A permanent spell, although it does 
have the problem of being dispellable. 
You might like to make the floor or ceil- 
ing of aroom in your abode of this, in a 
place where any attackers might have to 
dispel something else, such as a pro- 
jected image, a fire trap or a wizard lock, 
and then the floor or ceiling will be dispel- 
led as well, dropping acid onto them, or 
letting them fall onto poison spikes, etc. 


Wall Of Stone 

This has similar uses to a wall of iron 
spell, but being of stone, may be noticed 
less. 


Anti-Magic Shell 

A magic-user caught in one of these is 
usually a dead duck, so don’t cast it 
unless you have no alternative. 


Disintegrate 

A useful spell as it will get rid of any- 
thing, even those things that can sup- 
posedly only be killed by one set 
method, such as vampires. It also gets 
rid of objects. If someone comes at you 
wearing a Ring of Spell Turning, the 
chances are that she/he would be able to 
save against a spell, but if you direct the 
disintegrate at the ring, it would almost 
certainly fail the saving roll, and the spell 
would not even rebound. This may be 
very useful, especially if someone 
charges towards you waving something 
like a Vorpal Sword. 


Glassee 

The one person version is useful if your 
referee will allow it to be permanenced 
(the 8th level spell) as you would then be 
able to sit in a small (10’ by 10’) room in 
your abode with no entrances and glas- 
see walls, and send a projected image 
out into the adjoining rooms if you need 
to meet, or combat people in total safety. 
It pays to be careful when you are get- 
ting to this level. 


Project Image 
An extremely valuable spell. It means 
that you can see, meet and attack people 


TREASURE CHEST 


Treasure Chest is a regular 
department for readers’ AD&D 
ideas. 


ARS 
ARCANA 


by Kiel Stephens 


without having to be there. This is best 
when cast through a clairvoyance spell, 
or a crystal ball (but still within range of 
the spell), or through transparent walls, 
so that you can be fairly unreachable. 


Reincarnation 
Forget it, | mean, who wants to be a 
Kobold. 


Repulsion 

Picture a room with a swimming pool 
full of acid or green slime in the middle, 
anda 5’ wide walkway around the walls, 
and one corridor out, in the middle of 
one side of the room. As soon as your 
opponents step into the corridor, you (or 
preferably your projected image) can 
step out at the other end, cast your repul- 
sion spell, and presto, the party is in the 
pool. Remember, this spell has no sav- 
ing throw. 


Transmute Rock To Mud 

Has similar uses to a passwalli/dispel 
magic. Cast this followed by its reverse 
to have a ‘captive’ audience. 


Charm Plants 

A permanent spell that gives you totally 
loyal guards, an absolute must. Now 
that there are three official publications 
containing monsters, there are many 
plant monsters that can be charmed. 
One of the best is still the shambling 
mound, as, if you can spare the time, and 
the lightning bolts, you can increase the 
hit points of your newly acquired guard. 
This also keeps your green slime supply 
under control. Green slime has other 
uses — carry some in an ‘unbreakable’ 


container and put some on a door thatis 
locked, or looks unsafe to open, and the 
slime will eat it away for you. In a break- 
able container it can even be used as a 
missile (only keep the breakable con- 
tainer inside an unbreakable one). 


Drawmij‘s Instant Summons 

You may as well cast this on all of your 
valuable items, just in case they get 
filched. Even if it doesn’t bring the item 
back it will tell you where itis. If you cast 
this on an item and give it to someone 
you will always to able to find him; use- 
ful for surveillance. 


Duo-Dimension 

Although dangerous, this is the only 
way to be invisible and not be detected 
by a detect invisibility spell or by innate 
percentages due to level. Itis also useful 
for passing through doorways as well, 
making it good for scouting or thievery. 


Phase Door 

Has its uses as a way into secret rooms 
with no other exit (such as the ‘glassee 
room’). | personally prefer to have my 
secret rooms with at least 12’ thick walls 
to stop people with passwalls, and to 
dimension door into the room. 


Reverse Gravity 

I've come up with a goodtrap using this 
one. Have a room with a very thick, not 
quite fitting, iron floor, and also on the 
ceiling held up by easily broken brac- 
kets. If a party enter the room, cast the 
reverse gravity, and the following will 
happen. The mob of hopefuls will first 
hit the ceiling (3 dice of damage), fol- 
lowed quickly by the floor sliding up 
under the force of gravity and hitting 
them (| really hate to think how much 
damage this will do). This is succeeded 
by the spell switching off, the floor fal- 
ling, the party hitting the floor again, and 
finally by the ceiling (now that the brac- 
kets have broken) coming down to 
squash anything that is still left of the 
group. This all happens in about 2 sec- 
onds, much too short a time for anyone 
to do anything (spell, psi-power, magic 
item, etc) at all. Remember to put the 
floor about 15’ from the ceiling so that 
they are close enough to meet in the 
time limit. 


Vanish 

This spell has two major uses, one com- 
bative and one defensive, but still des- 
tructive. Firstly it can be used in attack so 
that when you hit someone you can te/e- 
port them into a room you have previ- 
ously set up with the ceiling only two 
feet above the floor, which will have the 
same effect of te/eporting low (except on 
a very short Halfling). Secondly, if you 
vanish the whole inside of a room that 
you have filled with stone, you will be 
way over weight limit, and it will be 
replaced with Ethereal stone, which you 
can just disintegrate. If you don't like 
someone very much you can just throw 
in a dispel magic while they are in that 
room, and the rock that you vanished 
will appear again with no room for your 
opponent to have any chance of surviv- 
ing. Asubtler, and more artistic way of 
doing this is to get your enemy to cast the 
dispel himself, by attacking with a pro- 
jected image, or by slowing him, etc.0 


KJc The Number One Play-By-Mail Company in the UK 
PRESENT 
Farfh Wood 


GAMES GAME TWELVE STARTING SHORTLY ! 


THE MAJOR AMERICAN PLAY-BY-MAIL GAME 


EARTHWOOD has been running for over 3 years in America and currently has over 2,000 players. 
KJC Games has been granted the exclusive right to moderate this unique computer moderated Play- 
By-Mail game in the UK. Twenty-five players compete to control all the cities of Earthwood and be 
the ultimate ruler, A typical game will last about 18 months with the first knockouts after six months. 

Each player is either a king of a fantasy race or a powerful charismatic character in this world of 
conquest and sorcery. Your character or king controls several groups each of which is totally inde- 
pendant of each other. You can recruite NPC trolls, wildmen and others into your service or even 
control powerful creatures such as dragons or giant spiders. Your characters may also control or capture 
cities, upon which you can spend gold to improve security, increase your workshops production, build 
defences and maintain or enlarge your army. With gold your wizards can undertake magical research to 
increase their power and knowledge and thus aid your armies in battle. Spies can search out enemy 
strongholds, attempt to do acts of sabotage, theft, and assasination. These are just a few of the options 
available to a player in EARTHWOOD. 

EARTHWOOD is completely computer moderated but the turn sheet and replies are written in plain 
English so that you can easily understand them. No need to look through complex charts and code 
books to understand this game. 


THE LARGEST PBM GAME IN THE UK 
‘A Play-By-Mail game with a D&D flavour’ 
‘Undoubtedly, CRASIMOFF’S WORLD is a highly worthy game. It has 


been running for several years now and has a large number of players. / 
Compared to others of its kind it is not expensive and it goes out of its yy / 


‘way to encourage communication between players. | found the initial 
scenario interesting, and the world lived up to this initial promise. The 
fact that they are hand written merely testifies to the immense amount 
of effort put in by the GM. So, with its regular newsletter, Crasimoff's , 
World is a friendly, efficient, and relatively cheap game to play, and if 
you wish to try a commercial PBM game with a distinctly D&D game-ish 
flavour, | would unhesitatingly recommend it.’ 


As reviewed in IMAGINE 18 


Crasimoff's World is human moderated so as to allow players greater 
flexibility in response. There are hundreds of tokens detailing everything Earthwood or Crasimoff’s World can 
you can see, encounter, and acquire from detailed descriptions of towns be joined for £5.00 For this you 


to the workings of a spell receive the rulebook and registration 
form, set up sheets and first three 


turns. Future turns are £1.50 each. 
European readers: Only CW, rates 
same as UK, 


| wish to enrol in 


{_]Crasimoff’s World (_]Earthwood = 
| enclose cheque/PO payable to KJC Games for the value of 


Whether you join one or both our 
games KJC GAMES GIVES YOU: 


GOOD VALUE FOR MONEY 
A FAST & EFFICIENT SERVICE 
return to: AND MOST IMPORTANTLY, THE 


KJC Games, 5 Vicarage Avenue, Cleveleys, LANCASHIRE. FY5 2BD. BEST GAMES 


Pent 
98s). 
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T ISSUE 
> ee Bleeding Stone of Iphtath - 
Games Day’s Call of Cthulhu final 
scenario; Introduction aan 
eroes - starting 4 < 
| ein Superhero RPG; Boarding 
if Stations - starship anti-boarding 
i defences and tactics; Eye o 
Newt: Part Il- more artifact man- 
! ufacturing; plus an AD&D 
fr) scenario and all the regular fea- 
“tures and departments. 


GOOK 


NEWSBOARD 
Tee 


CROSSWORD COMPE?! 
The winner was Mr T Everson of 
Wimbledon, who will receive a 
£10 Games Workshop gift voucher. 
The answers were: e 


Across: 1. Stairs; 4. Exorcise; 9. 
Locate; 10. Brownies; 12. Crea- 
tion; 13. Orc Den; 14. Styx; 15. 
Wolverine; 18. Excalibur; 19. 
Drow; 23. Djinni; 25. Demonist; 
27. Reindeer; 28. Master; 29. 


‘| Demigods; 30. Astral 


Down: 2. Alchemy; 3. Ratite; 5. 
Xorn; 6. Rewarded; 7. Iliad; 8. 


='| Essence; 9. Lichs; 11. Cobwebs; 
-| 16. Lurker; 17. Blinkdogs; 18. 


Endured; 20. Reinter; 21. Water; 


i 22. Nomads; 24. Idiom; 26. Mead. 


g| If anyone wants to send ina 


crossword for us to publish, send 
itto: White Dwarf, 27/29 Sunbeam 
Road, London NW10. 


GAMES DAY 's4 @ 


ta| Photos from top to bottom: 


&| John Stallard and Bryan Anseil of 
Citadel fending off marauding 
creatures of chaos. 


Albie Fiore demonstrating the dis- 
advantages of being turned into a 
toad in a Talisman game. 


*| Jon Sutherland and Steve Williams 


(to the rear of the photo) pin- 


pointing the Shoggoth in the CoC 
final. 


Gary Brennan, Gareth Hill and 
Jervis Johnson in an expectant 
mood in the bar afterGames Day. 


= } 
PS 


b || FAs 4 gS 

AM 45p each HIGH ELVES 45p each 
Specially designed to complement the Shrine Proud, haugnty sophisicates, armed to the 
of Rigg scenario from the new Compendium. teeth and dressed to kill - but very tastefully. 


i 
~ 


A 4) 


eo he on 
WOLF RIDERS 85p eac 


Cre ADET i ec ee Chewion Stree 
MINIATURES a oe Nets 


large stamped (17p) S.A.E. U.K. Tel. 0773 769522 


SMALL ADS 


CLASSIFIED 


All classified ads must be prepaid at 
the rate of 10p per word, display ads 
£3.00 per scc. Please send copy and 
payment to White Dwarf 27-29 
Sunbeam Rd, Park Royal, London 
NW10, making cheques/POs payable 
to Games Workshop Ltd. 

White Dwarf regrets that it cannot be 
held responsible for financial transac- 
tions resulting from small ads. Readers 
are advised to take appropriate precau- 
tions before parting with any money. 


Superhero UK1. The fanzine for British 
Superhero Role-Players. A4, 34 pages, 
including 16-page 4-system scenario. 
45p plus 15p p&p to: Simon Burley, 
20 Honeswode Close, Handsworth, 
Birmingham 20. 


Fantasy Figures Painted. Quality paint- 
ing of characters and monsters to your 
specifications. Reasonable rates (from 
£0.50 to £3.50 depending on size/ 
detail). For details, contact: Nigel 
Espley, 26 Claydon Road, Wall Heath, 

swinford, West Midlands DY6 

. (Kingswinford 292271). 


D&D/Traveller. Scenarios/aids. Sell/ 
swap for RQ rules. SAE for lists. 
Graeme Davis, Collingwood College, 
South Road, Durham DH1 3LJ. 


Milieu. The ultimate in science-fantasy 
PBM is here. Players carve out vast 
empires within a milieu where any- 
thing is possible. Features include indi- 
vidual personae, special abilities/ 
powers/psionics, large maps of indi- 
vidual planets, exploration, colonisa- 
tion, resources, spacecraft design, 
3 tech levels, weapons and defence 
research, trade, diplomacy, space 
squadrons, 7 troop types, also space, 
re naval and air combat. Turns 
m as little as £1.00. Just send £4.00, 
which includes rule-book, start-up and 
first four turns to: Stee/ City Games, 
+ Sica Road, Pitsmoor, Sheffield 


Micro Adventurers. | swap (and sell 
software at the price of £1.00 a game) 
for the Commodore 64, Spectrum and 
BBC B machines. For details and lists, 
contact: Lee Bettridge 0760 337461. 


Traveller For Sale. Just about every 
official Traveller item produced. Jour- 
nals, supplements, modules, etc. 
Books approx £1.00 each. SSAE for 
lists. Darren Hayward, 47 Shephards 
Leaze, Wotton-under-Edge, Glos. 


For Sale. Wide selection games, RPGs, 

scenarios. Excellent condition, reason- 

able prices. SAE for list. Contact: Jon 

et 25 Redland Road, Bristol 
6XX. 


The Fiery Cross 1. |f you want 48 pages 
of FRP material, discussion, news and 
much more, then out of the kindness of 
my heart | will send you issue one of 
the Fiery Cross for the mere price of 
40p (+15p p&p). Write to: Tom Stacey, 
ga Hawridge, Nr. Chesham, 
ucks. 


Play It For Real. Real life, medieval fan- 
tasy adventure located in London. Role 
play with a real character. Use your 
own courage and sword skills to fight 
‘real’ monsters. Use your wits to solve 
puzzles and traps in search of hidden 
treasures (and your true character). If 
you would like to participate in a future 
set-up such as this, please help by 
dropping us a line to Simon at: 16 Mon- 
tague Road, Hornsey, London N8 SPJ. 


DM AID. A game assistance prog- 
ramme for the world’s most popular 
FRP game. generates characters and 
monsters, handles encounters and 
combat, saves on paperwork. For the 
48K Spectrum; only £6.95 (+45p p&p) 
from: TNT Software, 4 Marchmont 
Street, Edinburgh EH9 1EJ. 


For Sale. Gangbusters £6.00,GB1_ . 
£2.00, together £7.00 (good condition). 
Dave: (07816) 41587 


D&D Basic and Expert, X2, X5, 
Warhammer. Will trade for Deluxe 
Traveller and/or RQ Trollpak. Ring 
Adam on: (0282) 63833 (after 5pm). 


ORCCON 1385 will be held at the 
Pasadena Hilton Hotel in Pasadena, 
California, on President's Day 
Weekend, February 16-18. Orccon 1985 
will feature all aspects of the adventure 
gaming hobby including wargames, 
role-playing games, miniatures, sports 
games and family games, plus 
exhibitors, seminars, demonstrations, 
flea marketing and the incredible game 
auction. For more information, please 
send a stamped return envelope to: 
Orccon 1985, PO Box 758, Bellflower, 
CA 90706. 


Fantasy Figures painted to your 
specifications, reasonable rates. Send 
sample and SAE to C B Philcox, 35 
Nettlecombe, Crown Wood, Bracknell, 
Berkshire. 


Muminatus. The original and genuine 
game of universal enlightenment. 
Expand your consciousness, discover 
the secrets of the universe and help 
bring the end of civilisation as we know 
it. SAE plus 3x16p stamps to: AT 
Mann, Dept 23, 18 Albion Street, Lower 
Mosley Street, Manchester 1. 


Quest. Our new fantasy role-playing 
weekends, run by experienced games- 
masters, will be starting in October 
1984. Prices start at £60 and include 
excellent food and accomodation. For 
further details, contact: Quest, Pepper 
House, Old Lancaster Rd, Catterail, 
Garstang, Lancs. Tel: (09952) 5246. 


Selling SPi Games. Sniper, John 
Carter, Napoleonic Quad, Dawn/Dead. 
Rotherham 564350. 


PBM Football Game. Be a manager of 
your own team! It just costs 50p per 
turn. For rules, send 25p and to: 
Darran Cooper, 21 Yorke Way, Ely, 
Cambs. 


For Sale. Crysta/down RQ city, send £4 
+ £1 p&p to: RH Manns, 61 Greenfield 
Road, Middleton-on-the-Wolds, East 
Yorkshire YO25 SUL. For further details 
phone: (037 781) 490. 


RuneQuest PBM. Free PBM for six 
people on the island of Raclash. For 
information, send an SAE to Chris Hart, 
16 Walker Ave, Bolton BL3 2DU. 


The Witch Doctor. An ne new 
character class. Thoroughly playtested 
with many new spells. Send cheque/ 
PO for £1.00, payable to W G Hope, to: 
The Bridge, Hungerford, Berks. Money 
returned if not satisfied. 


The Prisoner and Dangerman. Patrick 
McGoohan fantasy TV series Apprecia- 
tion Society. Magazines, conventions, 
merchandise and more. SAE for details 
to: Six of One, P O Box 66, 

Ipswich IP2 9TZ. 


SPS offers a unique service, all figures 
available (un)painted. Over 300 fantasy 
miniatures, historical figures, seige 
equipment, 43 armies, games. Painted 
25mm figures from 60p. Send £1.00 for 
catalogue and sample to: 113 Chester 
Road, Macclesfield. 


Warriors and Weapons. Weaponry and 
armour to your design. Telephone or 
send wees Pith sample photo. Maurice 
Taylor, Warriors and Weapons, 

7 Wickens Walk, St Annes, Nottingham. 
Tel: Nott 580067. 


Andromedas Edge. The Wars for the 
Rim. Latest computer moderated PBM 
from Living Space Games. Flexible, 
fast-moving and fun. Players carve out 
empires on the galactic fringes. Fea- 
tures ship design, tech and weapons 
research, colonisation, diplomacy, 
exploration, warships, troops and 
much more. Turns from £1.00 each. For 
further details send 9x4 SAE to: Living 
Space Games, 11 Victory St, Keyham, 
Plymouth PL2 2BY. 


Available in UK. Abyss, the leading US 
fanzine, can be yours for 75p + 15p 
p&p per copy. Issues 24-30 available 
from: 22 Hall Lane, Upminster, Essex. 


Freedom of the Stars. Science-fiction 
role-playing by post. Character genera- 
tion and initial information free; turn 
fee £1, or 6 turns for £5, no hidden 
extras. Send SAE to Megan Robertson, 
12 Bude Close, Grows; Cmeties 

CW1 3XG. 


For Sale. Dragonquest, Star Frontiers, 
Aftermath + module, AD&D modules, 
Fiend Folio, Deities, Traveller Supple- 
ments/Adventures, Fifth Frontier War, 
Starship Troopers, Dune, Arms Law, 
Space Opera, Bushido, Man Myth 
Magic. Phone: (021) 358 5453 

(after 5pm). 


RPG Sale. Send SAE to: G Neilson, 18 
Fox Spring Rise, Edinburgh EH10 6NE. 


Make Money selling F/SF games. Up to 
50% profit, no outlay required. Details 
from: Draken Games, 132 Ramnoth 
Road, Wisbech, Cambs PE13 2JD. 


Questpack. A fantastic breakthrough 
in adventure gaming. Questpack 
ingeniously combines a thrilling fan- 
tasy solo with three addictive arcade- 
action games for the 48K Spectrum, yet 
it costs only £2.99! Dare ye venture? If 
so, send cheque/PO and your address 
to: Jonathan Villis, 31 Sandy's Rd, 
Worcester WR1 3HE. 


Three People Cannot Be Wrong! 
SEWARS fanzine voted number 1 in 
Imagine magazine poll. AD&D 
scenario, chat, views, news, reviews, 
‘hardware’ in every issue. Subs £4.00 
pa, issue 21 available NOW from: 

12 The Fryth, Basildon, Essex. 


Looking For A Career in Games? 
We have staff vacancies in our ware- 
house for keen, energetic types - an 
interest in games is a distinct advan- 
tage. Start at the bottom and work 
your way up! Write or ring: Debby 
Gilbert, Games Workshop Ltd, 27/29 
Sunbeam Road, NW10 6JP. Tel: (01) 
965 3713 for application details. 


Ore Torc. AD&D/T&T fanzine. The Dark 
Lord said ‘Don’t hesitate, buy Ore Torc 
2, it's truly great! It's packed with solos, 
(monsters too), a bloody bargain, let 
me tell you!’ 40p {incl p&p) from: 

8 Hillcrest, Mayland, Essex CM3 6AZ. 


Wanted!!! Someone to buy my White 
Dwarfs 35-55 as a set. Also I//uminati, 
plus expansions, Car Wars stuff, T&T 
and several books. Phone: (050 784) 771, 


For Sale. Call of Cthulhu, Daredevils, 
Space Opera, Thieves World and a lot 
more, all very good condition. SSAE 
forlistto: CH Pygott, 9 Cameron Court, 
St Andrews Road, Gt Malvern, Worcs, 
or phone: (06845) 69221. 


LSD. Do you sincerely want to be con- 
ned? If so, send 50p to me and | guaran- 
tee vor never see it again! If you're 
really unlucky, | might even send you a 
copy of LSD 10, the fanzine for serious 
postal FRP, Diplomacy, Machiavelli, 
Black Blade and Rock'n’Roll. Get it 
before it’s banned. Robert Nott, 
Tanelorn, 158 Pendeen Parc, Helston, 
Cornwall. 


Grim Reaper (UK). The T&T fanzine is 
here, priced 60p (p&p included). State 
issue 1 or 2. Geraint Davies, 2 Dochdwy 
Road, Llandough, Penarth, South 
Glamorgan CF6 1PB. 


For Sale. 180 figures and 40 horses; 
half painted, £70. Seventy figure 
opposing army, some painted, £50. 
AD&D, DMG, MM, FF, PHB, DDG, £6 
each. Warhammer and Forces of 
Fantasy, £7. Ring Chris on: (0622) 
842940 after 5pm. 


RuneQuest Aid. Excellent 48k Spectrum 
generator for RuneQuest. Provides 23 
races. Send £2.95 to: APB, 9 Meadow 
Walk, Wokingham, Berks, RG11 2TG. 
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HELP! 


Clubs, contacts and events can be 
advertised once at no charge up to a 
maximum of 25 words. Further inser- 
tions at the rate of 5p per word. 


Help! Reliable AD&D players in Dudley 
area wanted. 3-4 people willing to hold 
occasional meetings at their homes on 
loose rota basis. Ages 18-24 preferred. 
Contact: Nigel Espley, 26 Claydon 
Road, Wall Heath, Kingswinford, West 
Midlands DY6 OHR. Telephone: 
Kingswinford 292271. 


Wanted. Sorceror’s Apprentice nos 6, 

8 and double issue 9/10. Also T&T poc- 

ket solo Goblin Lake. Alternatively will 
urchase good photocopies of these. 
hone John on: Farnham 723269. 


No Address! Can the person who sent 
R Whatmore a cheque for £23.82 please 
contact him as soon as possible so that 
his order can be despatched since both 
name and address were missing. 


Rayleigh/Southend. Moderately 
experienced, serious AD&D player/DM 
seeks equals in Rayleigh/Southend 
area for regular gaming sessions in 
AD&D and possibly other RPGs. Must 
be 13 years +. Contact Simon (after 
6pm) on: Southend 202247. 


It would be clobberin’ time but... 
Superhero role-playing fanzine in dire 
need of artists. Articles on any super- 
hero system also welcomed. Please 
contact; Andrew de Salis, 1 Church 
Street, St George, Nr Abergele, Clwyd. 


Wanted. Traveller rules, prefer basic. 
Swap Villains and Vigilantes Boxed Set 
or Warhammer. Will consider Space 
Opera. Phone: North Shields 576968. 


Announcement! Valian, watch Rod- 

nar, itis in the near future. Be on your 
guard in the Seven Heavens! You too, 
you members of the Black Chasm club! 


Lonely Player. Male adventurer (aged 
15) searching for D&D players in the 
Alloa area, Anyone interested write to: 
G R Wilson, 56 Hill Street, Alloa, 
Clackmannanshire, Scotiand FK10 
2BH. Also interested in a postal game. 


Help! Help! Role-player (17) seeks 
others/groups in area. Will try any- 
thing. Plays RO and AD&D. Anyone 
interested in a postal Diplomacy 
need Full commitment required. 

lease enclose SAE. Michael Hill, 87 
Sweetycroft Lane, Hillingdon, Middx. 
Phone: Uxb 36542. 


Autoduel in the Stockport area. Smoke 
City bandits invite Car Wars players in 
the Marple and Marple Bridge area to 
autoduel! Phone: 427 2045 any even- 
ing and ask for Rick. Details for an intro- 
ductory meeting will be given out. 


Stevenage. Gamer new to area seeks 
club in Stevenage area. RuneQuest 
preferred, will play anything. Contact: 
Peter Brettell, 2 Nursery Close, 
Stevenage. Tel: 353521. 


Fanzine Service. |f you are the editor of 
a fanzine and wish to take advantage 
of the fanzine service then write to: 
Jeremy Nuttall, 49 Longdown Road, 
Congleton, Cheshire, enclosing a 
sample of your fanzine, or phone: 
Congleton 4370. 


AD&D Beckenham. Any AD&D, 
RuneQuvest, Traveller, etc; players in 
the Beckenham area are urgently 
required to form small club. Anyone 
interested should phone: 778 2480 and 
ask for Andy. 


Wanted. White Dwarf 2, 3, 4, 8-13, 16. 
Contact: Stuart Beard, 41 Birkdale Ave, 
Pinner, Middx. 


RPG Reading Area. Two experienced 
role-players need to meet other 
players/GM, age 16+. Wewill play any 
ame, anytime, anywhere. Ring 
ichael on: Burghfield Common 2122. 


HELP! contd 


Fanzine Service. Can you sell fanzines 
in your area? lf you can help by offering 
your services, then contact: Jeremy 
Nuttall, 49 Longdown Road, Congle- 
ton, Cheshire. Phone: Congleton 4370. 
Free fanzines for successful sales! 


Wanted. Another group > sees level 
3-8 PCs for scenario swap 

Contact: Lee, (0767) 703870 e 50-6.00 
except Wednesdays). 


Leicester. Evil DM seeks foolhardy 
players, 14+. Mainly AD&D, also plays 
Call of Cthulhu, Car Wars, Traveller, 
Warhammer, will learn others. Will 
play or DM, but prefer low-level play, 
emphasis on role-playing. Interested? 
Phone Dave: (0533) 600383. 


Urgently Wanted. Traveller Journals 
1-6, 8, 10. Also FASA’s ee plans for 
the Tethys, Leander, and Fenris. Will 
pay top prices, Write quoting price to 
secure sale to: Alan Schultz, 7 Smith 
Barry Circle, Little Rissington, 
Cheltenham, Gloucester GL54 2NF. 


Pandemonium ‘84. The Toronto games 
convention Pandemonium ‘84 has 
given birth! Son of Pandemonium, in 
downtown Toronto on January 19, 
1985, will feature tournaments, an auc- 
tion, a fun-gaming area and dealers, 
demonstrations and a miniature paint- 
ing/diorama contest (several 
categories). $5 plus $1 per tournament 
entered; pre-registration essential. For 
information about registration, dealer/ 
advertising space, re’ rabieae please 
call Dungeon Parties Inc on: 1 (416) 924 
1989 or write to us at: PO Box 67, Stn F, 
Toronto, Ontario M4Y 2L4. 


Help! Inexperienced 13-yr old D&D/ 
T&T learner looking for partner(s). Any 
sex around own age in Reading area. 
Will learn other RPGs, Contact: 
Marcus, 38 Bedford Road, Reading, 
Berks RG1 7HS, or phone: Reading 
597065. 


TABLETOP GAMES 
53 MANSFIELD ROAD, 
DAYBROOK, 
NOTTINGHAM 

P&P: 10% (min 10p) in UK. 


OVERSEAS: Surface Mail 15% (min 15p); 
Airmail 60%, 


SEND SAE FOR 24 PAGE CATALOGUE 


REAPER 15mm FANTASY 
CHARACTERS MONSTERS 


REAPER 


SMALL ADS 


East London. Players wanted for on- 
going AD&D campaigns in Forest Gate 
and Leytonstone, Most weekends, 
Friday night to Sunday the (sta 
overnight) and some weekdays. 
petitive figure painting service also. 
Phone Paul on: (01) 539 8651. 


Sheffield - Out of this world? Is there a 
club in Sheffield which plays Star Fron- 
tiers/Gamma World and would be wil- 
ling to take on a new player? Write to: 
Mark Hides, 240 Jenkin Road, 
Brightside, Sheffield S9 1AW. 


Wanted. White Dwarf 1-12 inclusive. 
Excellent prices paid. Phone: 
Plymouth (0752) 812698. 


See Greybeard the Great 


Corrosive Strippers needed. New and 
original comic strips are needed for 
issue three of Corrosive Comix -a 
comic/FRP fanzine. The only qualifica- 
tion needed is that you are very 
enthusiastic and that you enjoy doing 
comic work. Please send samples with 
covering letter to: Marc Laming, 75 
Briars Lane, Hatfield, Herts. 


Needed. Serious-minded AD&D 
players interested in realism (role- 
playing) and willing to play under 
improved rules required for group 
(15+), Saffron Walden area. Simon 
Fearnhamm, Belmont House, New- 
port, Essex. Tel: (0799) 40622. 


A quiet spell in life. Are there any oid 
sorcerers out there looking for an 
apprentice? Inexperienced players 
looking for experienced players/GMs. 
Interested? If so, contact Gareth on: 
Caerphilly (0222) 884525. 


Fareham. 17-year old AD&D/Traveller 
in Fareham area seeks out adventurers 
who like to play regularly on a long 
term basis. Ring lan on: Stubbington 
662876 (any day around 6), or write to: 
28 Martin Ave, Stubbington, Fareham, 


ta Paladin in Plate 
1b Fighter in Scale with Mace 

1c Fighter swinging Axe .. . 40p 
1d Fighter in Chainmail with ‘Sword . 40p 
Je Fighter with Axe & Square Shield __ 40p 


fe ren ~» 40p 


3a Wizard reading spell from Book ... 
3b Wizard with staff 
3c Enchanter Summoning 


AD&D Brighton, 24-yr old DM/player 
seeks others in local area for regular 
meeting. Experience not necessary. 
Contact: Ross Wakley, Fl 2 Lyndhurst 
Court, Lyndhurst Road, Hove, East 
Sussex BN3 6FZ. Tel: (0273) 726896 
after 7pm. 


RPG Southwell. Enthusiastic group 
seeks new members, Either sex, 14+, 
experience not essential, but reliability 
is; players or referees. Play D&D and 
CW, want to play Cthulhu, Diplomacy 
and others. Ring Graham: (0636) 
812890 after 6.30. 


Utter Loony. Male AD&D ployee (15) 
wants penpal (English or French) who 
is into good music (Queen and ACDC), 
computers and chaotic dwarves who 
collect knee-caps. Contact: J Hildred, 
Post Office, Sutterton, Boston, Lincs 
PE20 2JQ. 


Heathrow/West Drayton Area. Can 
anyone help a lonely Lord and Rune 
Priest exterminate the local hordes of 
evil. Will piay anything and can ref 
RuneQuest, AD&D, Traveller and 
Bushido at a push. Contact Mark on: 
(01) 897 8483. 


Help! Anyone in the Alford area 
interested in forming a RPG club, espe- 
cially AD&D, or is there already one | 
don't know about? Contact: | Turner, 
Gilroes, Trusthorpe Road, Sutton-on- 
Sea. Tel: (0521) 41245. 


Broadstairs. Experienced RPGer and 
Call of Cthuthu player seeks players to 
set up club in Broadstairs area, age 
12+. Contact Steven: Thanet 63717. 


Barnsley. 19-yr old student looking for 
either aclub or a group that could show 
me how to play AD&D. Contact: 
Richard Martin, 3 Richard Avenue, 
Smithies, Barnsley, South Yorkshire. 


Royal Decree. Duke Amorcaller of Por- 
xan declares that it is time for a festival. 


Metal Magic 


SUPERB NEW RANGE OF 25mm FANTASY FIGURES BY GERMANY’S LEADING 
DESIGNER, FROM TTG. 


FEMALE FIGHTERS 
2a Female Fighter with Axe 


2b Fem. Fight, 2 Swords & Buckler ... 
2c Defending with Shield 2.0.0.0... 
2d Female Fighter drawing Sword .... 
2e Female Fighter in Plate with Sword . 


4c Cleric, Chainmail with Round Shield . 


Peterborough. 18-yr old male, com- 
plete novice, seeks club or players of 
FRPGs in the Peterborough area. | have 
T&T and am willing to learn any other 
ke Write pronto to: R Gosling, 

Fallowfield, Orton Wistow, Peter- 
borough, Cambs PE2 OUR. 


Wanted. Basic RO boxed set, WD49-51, 
AD&D MM, AD&D players in 
Shrewsbury. Phone: Shrewsbury 
59875, Matthew J, 64 Copthorne Drive, 
Copthorne, Shrewsbury, Shropshire 
SY3 8RX. Expensive prices turned 
down ‘cos I'm skint! 


Help!. Local club wanted for lonel 
warrior (13). Plays Basic/Expert D&D 
and RQ but willing to learn others. 
Please contact: Michael Lacey, 

22 Westfield Close, Hanham, Bristol 
BS15 3SB. Phone: (0272) 679159. 


Cleveland. Are there any clubs or per- 
sons in the Loftus or East Cleveland 
area interested in RPG. | play RO and 
Gamma World and wish to make con- 
tacts. A Williamson, 74 Sycamore 
Walk, Loftus, Cleveland. Tel; 43604. 


Swap. Wizards Quest (excellent condi- 
tion, worth £13.45) for MM, FF, MMilor 
3 TSR AD&D modules. Must be in good 
condition. Ring Joseph on: (026788) 492. 


Free AD&D PBM. The Faiconrune cam- 
paign: complete freedom of action for 
experienced players in a world of 
adventure, excitement and mystery 
beyond imagination. Rapid turnround; 
broad-minded, experienced GMs. 
DMG and PH necessary. Send SAE to: 
AD&D, 18 Churchill Road, Frome, 
Somerset. 


St Annes, Lanes, 20-yr old very e a 
enced (but out of practice) AD&D 

and Traveller player is on a quest for 
other players or aclubin my area. Any- 
one out there? Write to; Pete Watts, 
47 St Albans Road, St Annes, 
Lancashire FY8 1TG. 


LASERBURN 
NOW A COMPLETE SCI-Fi COMBAT & 
& ROLE-PLAYING SYSTEM. 
LASERBURN RULES (basic) 
FORCES OF THE IMPERIUM 
IMPERIAL COMMANDER 
(military combat rules) “ 
ADV. LASERBURN & ALIENS _. 


8888 


Tarim Towers Heist 
Sewerville Shoot-Out . 


12peach 

F) Magic User w Statf 

F2Mag. Userw Wand 

F3 Cleric in Chainmail 

F4 Clone in Plate 

F5 Thief 

F6 Assassin 

F7 Bard 

FS Fighter in Chainmail 

FS Famatein Piate 

Fld Female MU 

P11 Fermate Cleric 

FI2 Female Thiet 

F13 Female Fighter 
inChainmail 

F14 Female Fighter 
inPlate 

P15 Owartin Chainmail 
with Axe 

F16 Owartin Plate 


Ft Owartin Plate 

with Hammer 
FIS EM Magic User 
F20 Et Fighter 


Ogre [25em) 
Trait (25mm)... 
Ghoul 

‘Skelton Warnor 
Liz'man w Club 
Lie’man w Sw'd 
Gargoyle 
Wyvern 

7-head Hydra 
Mounted Lord 
of Chacs 
Mounted Keughtt 
of Chaos 
Lord of Chaos ..... 
Knight of Chaos 
Minotaur ........... 


GIANTS 

Hill (30mm) 

Fire (40mm) 
Frost (50min) _.. 
Stone (40mm) ..... 
Ent... . 


FLYING REPTLE 
With Lord of Chaos 


5p 
30p 
30p 
2p 
ap 
15p 
20p 


. £1.50 


GOBLINS 

Goblin Standard Bearer ... 
Goblin advancing with Swor 
Gobtin attacking with Sword 
Goblin attacking with Axe ._.. 


CHARIOTS 
2-Horse, Scythed Chariot with Rider . 60p 


Revised Edition of the most popular 
Fantasy Wargame Rules £2.95 
Attack of the Fungoid Troils 

(first Reaper scenario) we 
Reaper Starter Pack —................ 
(Basic Rules, dice & two small 
15mm fantasy forces) 


NEW 15mm REAPER 
FIGURES 


Lizardman with Spear 
Lizardman with Axe 
Goblin with Spear 
Wizard on Throne 
Centaur with Bow . 
Centaur with Spear 


Ore advancing with Sword 
Orc with Spear .. 

Ore striking with Sword . 
Orc mounted on Dragon 


FANTASY & ROLE-PLAYING RULES 
Monster Combat (TTG) .. 

Once upon Time in West (Gun Fg 
Volume 4 of above . 

Rudis (Gladiatorial) . 

Retinue (Medieval Si 

Heroes (Dark Ages) .. 

Pony Wars (indian Figh 


SF RULES (TTG) 
Combat 3000 . 
Combat 3001 (for: above) . 


Starhound (Fighter Combat) 
Encounter (Space Action) .... 


3d Wizard with Scroll 
3e Bearded, with Pointed Hat ... 


BARBARIANS 

5a With Sword & Dagger 

5b Oriental Barbarian . 

Se Viking Barbarian ...., 

5d Barbarian in Scale with Axe 


5e Barberian with 2-handed Sword ~.. 


7c Dwarf with Axe ....... 
7d Dwarf with Sword & Shield 
Te Dwarf in Scale with Sword 


ELVES 

9a Elf standing with Spear ... 
9b Elf advancing with Speer 
Sc Elf firing Bow .......... 

9d Female Elf with Bow 


Se Female Elf with Sword & Shield 


SKELETONS 
11a Skeleton in Chainmail wSword ... 
Skeleton 


11b Hooded 
11 Skeleton with Scimitar ... 
11d Skeleton with Dagger ... 


BATTLEWAGONS 


peges gegee genes | 


$588 88588 


4d Portly Friar ... 
4e Cleric: Shield & ‘mail Hood « 


THIEVES 
6a Rogue: Studded Arm'r w/Sword ... 


6b Assassin Striking .......-.0-- 


6c Thief with Loot & Spiked Club ........ 


6d Female Thief with Lamp 


Ge Female Thief demanding Cash ...... 


SUIME MONSTERS 
8a Fungoid Screamer 
8b Bloodworm ..... 

8c Fungus Spores 

8d Paving Mould 

8e Amoeboid Blob 


orcs 

108 Ore Chieftain with Sword ... 
10b Orc with Spear .. 

10c Orc with Axe .... 

10d Orc with Shortsword 

10e Ore with Mace ......... 


MONSTERS SET1 
12a Doppelganger ... 
12b Giant Frog 

12¢ Gargoyle ... 

12d Harpy .... 

12e Medusa .... 


BW11 Juggernaut and Trailer 
BW12 Juggernaut Tanker 
BW13 Juggernaut Container .... 
8W14 BW11 with Weapon Load 


8W18 Small Car Wreck 
BW19 Large Car Wreck 
BW20 Van Wreck ..... 
BW21 Lorry Wreck 


88888 $8888 sS8sh 88888 88888 


,oono 
sees 


$aza8e8 


Full range of Figures & Vehicles 
available for LASERBURN. 


Become an ‘organ-legger’ and ply the 
universe in this ‘endless’ solo book based 
onthe LASERBURN system. 


25mm ASGARD FIGURES 
DWARFS (SUPERB RANGE OF DWARFS, 

IN OUR OPINION, THE BEST WE'VE SEEN) 
OWI 


DWs Dwarf Shield Maiden 
DW10 Dwarf Crossbowman 
DW11 Dwarf with Arquebus 
DW12 Dwarf Mercenary .. 
DW13 Dwarf Pikeman 


5p 
45p 
459 
45p 
45p 

. 45p 
- 5p 
45p 
45p 
45p 
45p 
45p 
ip 


‘Serni the Darkling .. 
Arfiane the Archer .. 
Aurock Stormkin 


Games 


SAMURAI BLADES Latest 
Release £9.95 

Fuedal Nippon with bushi, monks 
and ninja. Man-to-man fighting to 
be Shogun. Companion to Cry 
Havoc. Maps and counters sold 
separately £2.45. 


SIEGE £9.95 

Storm the castle or hold out 
staunchly. Treachery, siege 
engines and mining. Companion to 
Cry Havoc. 


CRY HAVOC £9.95 

Original game of mediaeval man-to- 
man combat. Knight against 
knight, judged by the sword. 
Peasants battle for liberty. Cry 
Havoc and let slip the dogs of war. 


CITY OF SORCERERS £9.95 
Magical research and combat in the 
arcane city. Novices struggle by 
courage and scholarship to join the 
ranks of the wizards. 

SPEED AND STEEL £9.00 
Europe-late 1930's. Arms build-up, 
blitzkrieg and terror bombing. 
THUNDE-RIN GUNS £6.99 
The old west, when men were men. 
The sound of the .45’s as the sheriff 
heads off the outlaws at the pass. 
STARSHIP CAPTAIN £12.95 
Stardate 2401. Invaders sighted but 
megamissiles leave the galaxy free 
for humanity. 


Standard Games atest Release 


Samurai Blades 


Available from good ~~ 


game sh = 


Full Colour Maps/Counters 


Cry Havoc Counters £2.45 
Superb full colour counters ideal for 
NPC's or Medieval skirmishes. 


Siege Counters £2.45 

For use as NPC's or Medieval battles, 
contains Ballista, Ram, Mangone! 
Trebuchet, 


The Village Map £2.45 

Excellent base for a role playing 
adventure or for skirmishes. 

Size 22x16". 

The Crossroads Map £2.45 
Open terrain for skirmishes. 

Size 224,"x16". 

The Forest Map £2.45 

Ambush country for role playing and 
small unit tactics. Size 2244"x16". 

The Castle Map £2.45 

Border castle for those of a modest 
devirse, all fixtures included, draw- 
bridge, tower and battlements. A 
desirable residence for any lord. 

Size 224,"x16", 

The Camp Map £2.45 

Useful for many role playing or wargame 
campaigns, features include, marquees, 
tent lines and defensive ditches. 

Size 224"x16". 

Map of Deep Space £2.45 

Black map overprinted with a white 
25mm hex. Ideal for all space campaigns 
and adventure skirmishes. 

Size 22'4"x16". 


Dungeon Accessory Pack 1 £2.95 
Stone floors, bare ground, steps, pits 
and grilles. All you need to start your 
adventures. 12 sheets boxed, 1 sheet 
mapping paper. 

Dungeon Accessory Pack 2 £2.95 
Expand your adventures with boats, 
trees, furniture, skulls, swords and 
much more. 12 sheets boxed, 1 sheet 
mapping paper. 

Role Playing Character Pads £1.95 
A timesaving permanent character 
record. Pad of 50. 


Jumbo Hex Pad £2.95 

Map your campaign professionally. Each 
pad 10 sheets, 17” x 25” with 15mm 
hexes. Hexes consecutively numbered. 


Felt Hex £12.95 

Battlefield sized gamescloth 6° x 4’ with 
1” hexed side and plain side. Four 
colours for grass, sea, sand and space. 


Plain Felt £6.25 per metre 
72” wide, any length may be ordered. 
For grass, sea, sand and space. 


Hex Paper Pad £1.95 
Handy A4 size for eres role playing 
or wargames. 50 sheets 


Macro Hex Pad £1.95 

A hex paper with a large hex over- 
printed, a area froma 
campaign to be blown up and drawn in 
detail. 50 sheets. 


Jumbo Hex Clear Plastic £1.80 
This is a sheet of clear plastic for use as 
an overlay. 25 or 15mm no’d. 17°x25". 


Jumbo 1” Square £2.95 

10 sheets 17” x 25”, 1” grids printed on 
parchment paper. For mapping or pre- 
planned adventures. Blue or sand. 


Card Warriors £1.50 per sheet 

Full colour figures to aid role players and 
wargamers. F1 Dungeon Adventure, 
monsters, dragon and heroes. F2 
Savages and Swordsmen. DA] Saxon 
Army. DA2 Norman Army. US1 Union 
tiene. US2 Confederate Infantry. 
US3 Union Cavalry. US4 Confederate 
Cavalry. US5 Civil War Artillery. 


Mail Order - Please send your cheque/postal order to, Standard Games and Publications, Arion House, Station Road, Kings Langley, Herts WD4 8LF. Post & Package, U.K. add 10% to orders under £8.00. 
Overseas add 30’, to total cost. For free brochure send s.a.e. ACCESS taken. Trade enquiries welcome worldwide 


U.S.A. WARGAMES, 1410 Promenade Bank Centre, Richardson, Texas 75080 Tele 214-387-0360. 


EaseX FANTASY 


25mm ROLE PLAYING MINIATURES 


ae 
wm Phone: (0268)682309 RN 


UNIT 7, CHAPMAN COURT, CHARFLEETS ROAD, CHARFLEETS INDUSTRIAL ESTATE, CANVEY ISLAND, ESSEX. 


Shop now open at above address Mon. - Fri. 9 - 5pm. Sat. by appointment. SEND S.A.£. FOR OUR... . 


Sole United States Distributor 


‘Wargames’ 


1410 Promenade Bank Centre, 
Richardson, Texas, 75080 
All enquiries call 214/387-0360 


France 

Jeux de Guerre-Diffusion 
19 Rue Jouffroy, 

75 017 Paris. 


SPECIAL OFFER ! 
DWARF ARMY 


60 FIGURES 
£11.50 ONLY 


Belgium 


Simulation Games 


.1984 CATALOGUE. 


Chaussee de Wavre 101 


1050 Brussels 


SPECIAL OFFER ! 
GNOME ARMY 


FREE POST 60 FIGURES 


£11.50 ONLY 
FREE POST 


GREAT SCALEY ORC EXECUTIONER 
60p 


POST & PACKING: UK 10%= S5O0pence MINIMUM 


HILL GIANT 
£1.15 GNOLL CHIEFTAIN 
60p 
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VIRGIN GAMES CENTRE 


THE MEGA GAMES STORE 
AT 22 OXFORD ST. LONDON W'1 
RING 637 7911 


WATCH OUT FOR OUR 
NEW BRANCHES 
OPENING NEAR YOU 
SOON! 


GREEN MACHINE GAMES Axle says: 


p ‘Visit Th 
ees “enw "w Visit The _ 
i ar Guardroom 


TEL: 0304-203372 CANTERBURY 
Mon-Fri: 9-5.30 TEL: 0227-68844 
Sat: 9-5 Mon-Fri: 10-5 
Sat: 9.30-5.30 


Stockists of most Roleplaying, Wargame, =— & Callof Cthulhu, Traveller, James 
Fantasy and Sci-Fi Games. =} Bond 007. Figures by Citadel 
Also Fantasy and Sci-Fi posters in stock. Sh and Essex and much much 


161 Linthorpe Road, 
Middlesbrough, Cleveland, 
Tel:(0642) 247553 
We stock: 
DUNGEONS & DRAGONS, 
RUNEQUEST, TRAVELLER, 
TUNNELS & TROLLS ETC. 
AVALON HILL - FULL RANGE 
SOFTWARE - SPECTRUM, CBM64, 


MAIL ORDER ACCEPTED 38 WEST ST., DUNSTABLE. TEL: (0582) 606041 
OPEN MON - SAT 9.30am - 5.30pm 2 miles from Junction 11 on the M1 
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10 Market Square Arcade, 

(opposite Lewis's) Hanley, 

Stoke-on-Trent, ST1 1NU. 
Tel: (0782) 279294 


ENTZ XTRA! 


The following products are now distributed to the trade by 
Beast Enterprises or can be obtained direct by mail. 


Open Monday - Saturday 10.00 am - 5.30 pm 


As well as role-playing games, rule books, Citadel Min- 
atures etc. our two floors stock a wide range of U.K. & 
U.S.A. Magazines, books, comics, posters, paperbacks, 
and t-shirts on subjects as varied as - martial arts, body 
building, mercenaries, sci-fic, fantasy, films, rock, boxing. 
. . » For directions see our full page advert in WD43, or 
send a s.a.e. requesting map. 


TORTURED SOULS! 
4 or more complete scenarios in every issue, including a 
solo adventure. 5 issues now out - watch for issue 6 next 
month. £1.95 per issue. 


STARSTONE 
40-page module by Paul Vernon for use with any FRP system. 
Excellent value at £3.95. 


ENDLESS PLANS 
Quite simply the most versatile floorplan system we have 
ever seen. Four sets available at £3.95 each: basic and 


elaborate dungeons plus tortuous and cavernous caves. And BOOKMARK 
introducing the brand new: 


-+.FORESTS....FORESTS....FORESTS....FORESTS....FORESTS... 
-an ideal wilderness aid for £3.95 per box- 


Mid-Beds and North Herts centre for 
role-playing games, Citadel miniatures 
and fantasy books. 


THE HALLS OF THE DWARVEN KINGS 
Set | in the Complete Dungeon Moster series. <A 
quality boxed set with complete module, floorplans, and 
players’ and DM's aids. Suitable for use with all the 
major role-playing and mass combat rules. Only £7.95 
for the complete set. 


BEAST 
ENTERPRISES 


DIVINITY ROAD, OXFORD, OX4 ILR 


%& MAIL ORDER SERVICE *& 
NOW AVAILABLE 
Orders over £10 Post Free. Please add 
75p for Post & Packing on lower orders 
Send SAE for complete list. 


We are open Mon-Sat 9.00-5.30 
32 High Street, Biggleswade, Beds 
Tel: 0767 312662 


UNICORN GAMES 


MAIL ORDER ONLY 
6 WOODHAM ROAD, CATFORD, SE6 2SD 


denizen 


NEW PRICES 
FANTASY RANGE 
FA1,3,4,11,12,14,15,16,17,18,19, 

22,23,25,26,33,34,35,36,38 . . 35p 
FA2,5,6,7,8,9,10,13,20,21,24,27,28, 
29,30a,30b,31,32,39, 


BASIC D&D RUNE QUEST 


BOKED SET 
. : RUNEQUEST RULES 
D&D CHARACTER RECORD SHEETS. . 2.95 CULTS OF PRAX... 
SHADY DRAGON INN. ,....csceseeeseeevencee 3,95 RUNEQUEST COMPANION, 
RUNEQUEST CHARACTER SHE 
SLC D&D MODULES QUESTWORLD, .. 
PAVIS.....+ 
IN SEARCH OF THE UNKNOWN. ........00004) 50 BIG 
KLE? OF THE BORDERLANDS... 4, 
PALACE OF THE SILVER PRINCESS, 4.50 SOLOQUEST ITT:SNOW KINGS BRIDE 
THE LOST CITY 
B5 HORROR ON THE HI GENERAL ROLE PLAYING AIDS 
B6 THE VEILED SOCTE! 
42 CASTLE AMBER. ... . DUNGEON FLOOR PLANS I,11, III, 1111 
X3 CURSE OF XANTHON 4, DUNGEON MAPPING SHEETS, 
X4 MASTER OF THE DESERT NOMAD: +-4.50 WILDERNESS HEX SHEETS.. 
X5 TEMPLE OF DEATH... .....cccceeseeusces 4. DRAGON DICE random numbers. . of 
DUNGEON PLANNER I:CAVERNS OF THE DEAD....4.95 
SOLO D&D DUNGEON PLANNER IIT:NIGHTMARE IN B/MARSH..4.95 


P&P: up to £2.50: add 25p 
over £2.50; add 10% 
SAE for fully illustrated list 


DENIZEN MINIATURES 
4a Powis Square, Brighton, 
Sussex, BN1 3HH 


MI BLIZZARD PASS... 6. csceeseeecersvevers 4.5 BOXED MINIATURE SETS 
M2 MAZE OF THE RLDDLING MINOTAUR........ 4.5 


ADVANCED D&D STARTER SET.MONSTERS. .. 
CP4 LIZARD WARRIORS 
DUNGEON MASTERS GUIDE. .95 CPS MONSTEROUS ORC WAR MACHINE, . 
105 COWLEY ROAD, OXFORD PLAYERS HANDBOOK 9.95 SS} WARRIORS OF CHAOS. . 
MONSTER MANUAL... -95 883 KNIGHTS OF CHAOS... 
TELEPHONE: (0865) 721348 MONSTER MANUAL II -95 S86 WHITE DWARF CHARACTERS. . 
WORLD OF GREYHAWK. ... revised. ++9.50 DUNGEON EQUIPTMENT.DIORAMA Si 
GOLGOTH.MIGHTY LORD OF BALROGS 
ADVANCED D&D MODULES 
i RUNEQUEST BOXED MINIATURE SETS 
Through winter wind 12 TOMB OF THE LIZARD KING...........00+4. 
) and blinding snow, 4.50 RUNEQUEST BOX! .HUMANOLD ADVENTURERS...... 3. 
14 OASIS OF THE WHITE PAl +50 RUNEQUEST BOX2. ADVENTURERS. . 3.95 
Gr 4. Past skull topped 15 THE LOST TOMB OF MARTE .95 RUNEQUEST BOXS.DRAGONEWTS .. . 
obelisk they come, 16 RAVENLOFT ..4.95 RUNEQUEST BOX7.DEMONS,...... 
U2 DANGER AT DUNWATER, , 
From miles around U3 THE FINAL ENEMY -.4.50 REGIMENTS OF RENOWW 
with dragon led, EX2 LAND BEYOND THE MAGIC MIRR . 
UK BEYOND THE CRYSTAL CAVE .50 MENGTL MANHIDES DARK ELVES., 
To take our UK2 THE SENTINEL +50 HARBOTH & BLACK MOUNTAIN BOY: 
goodies home. 4.50 GOLGPAG'S MERCENARY OGRES... 
’ ; BOWMEN OF OREON eR 
WARHAMMER MULLAH AKLAND'S COMMANDOS...........0.00 ‘ 


WARHAMMER:MASS COMBAT Ri a os OTHER GAMES 
WARHAMMER DICE SET, , : 

FORCES OF FANTASY... F os 

UNICORN GAMES LEAFLET. . ve 

CITADEL COLOUR:PAINT SET |, wbeede BATTLEBIKES..expansion set | . 
CITADEL COLOUR:PAINT SET 2.......0s0e06 4,95 TALISMAN:THE MAGICAL QUEST GAME..,....... 7. 


ALL ITEMS POST FREE IN THE U.K. ADD 30% OVERSEAS SEND FORA 
RETURNED TO YOU BY FIRST CLASS POST "FREE" 
CHEQUES PAYABLE TO UNICORN GAMES PLEASE. LEAFLET. 


There’s nothing soft about Fighting Fantasy software! 


Hard hitting and dangerous... 


Two new and stunning Adventure Games closely based on 


the original best-selling books. 


THE FOREST OF DOOM 


Deep within the mirky paths of Darkwood forest lie 
hidden several runes — retrieve them at your peril... 


a 


& 
@ (eechtgte a 
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BRING YOUR GAMES INTO onan bo 
THE THIRD DIMENSION NOW! “2sszsss5s1s60. 
Each room and passage complete with detailed s./ 
worked dungeon walls and realistic flag-stoned floors. 
Hand-cast in resin, and carefully designed to comprise a 
re-usable modular dungeon system. For more details, 
plus FREE SAMPLE DUNGEON DOORWAY. Send SAE 
now to: TORCHLIGHT FANTASY PRODUCTS (Dept. W), 


23 CLIFFTOWN ROAD, SOUTHEND-ON-SEA, 
ESSEX SS1 1AB 


WINTER ‘84 LIST NOW OUT ! \ 
SONI IS ISSIONI LA 


“LOCAL STOCKISTS WARLORDS LEIGH ON SEA’ 


OTHERWORLD ARTIFACTS 
25mm Scale building accessories 


* NEW ITEMS NOW AVAILABLE * 

For illustrated details of latest additions to the 
range (Codes OW123 up) plus our new builders 
reference sheet (to help you design more exciting 

settings) Send 20p plus an s.a.e. 

Hf you do not yet have our illustrated catalogue, 
then you can get one (also containing the new 
pages as above) by sending £1.20 to: 
OTHERWORLD ARTIFACTS, ‘FABLES’, 

14 ELM PARK ROAD, HAVANT, HANTS, 
POS 2AD 


(Tel: Havant 483042) 

The illustration shown is SET 9 
‘Warriors Watchtower’ 15’’ high in authentic cast 
stone. Price £13.00 (allow 28 days for delivery) 
* Xmas orders must reach us by 24th November * 

* Trade enquiries welcome. * 

Barclaycard & Access welcome 


£7.25 (tape and bestselling book) 


THE CITADEL OF CHAOS 


The awesome might of the evil sorcerer, 


Balthus Dire, has risen again...your nightmare 


begins... 
£7.25 (tape and bestselling book) 


_Fiendish new twists... 


‘ 


Available ZX Spectrum 48k/Commodore 64. 
Excellent graphics and sound — full music — 


combat sheets — character sheets — notes page — 


slow/fast text modes — realistic dice throws. 


NOT JUST STAMPS 
17/19 Crendon Street, 
High Wycombe, Bucks. 
Tel: (0494) 41717 
Open Mon-Sat 9.30am-5.30pm 


Closed all day Wednesday 


STOCKISTS OF ALL FANTASY & 

WAR GAMES. MAIL ORDER (lists 

on request). Discounts for clubs, 
and player contact board. 


RITZ TOYS 
100 Queensmere 
Slough, Berks. 
Telephone: 753 0678 


Open Mon-Sat 9.00-5.30 


Large selection of D&D, RuneQuest, 
Tunnels & Trolls, Traveller, Citadel 
Miniatures, Boxed Fantasy & 
Science Fiction Games 


FOR 48K 
SPECTRUM 


} 


GAMES WORKSHOP is the UK's largest fantasy and adventure games com- 
pany, with ten years experience behind it. Now we're using our expertise to 
create the best in computer games, and the first three are BATTLECARS 
D-DAY, and TOWER OF DESPAIR - each with over 90K of programming! 

BAT TLECARS i is the deadly sport of the future...arm your battlecar with 
your chosen weapons, and 
select your battleground; a 
gruelling speed circuit or a 
town centre —_ labyrinth. 
BATTLECARS is a one or two 
player game of skill, nerve and | 
cunning. 

D-DAY is a superb graphic 
wargame based on the Nor- 
mandy landings of 1 Two 
== players t ake the Allied and 

erman sides, battling t through four Sepera te scenarios. D-DAY offers an 
enduring tactical challenge to player $ tired of simple arcade action. 

In TOWER OF DESPAIR, Games Workshop has used its ten years of experi- 
ence in role-playing games to create an outstanding adventure. It includes 
two entire 48K programs, and a guide containing a history, map, and illus- 
trated clues. 

FOR 48K SPECTRUM AND SHORTLY FOR THE COMMODORE 64 
£7.95 EACH FROM ALL GOOD SI 40PS0 OR DIRECT FROM: 
MAIL ORDER DEPARTMENT,GAMES WORKSHOP LTD., 
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THE CONCEPT 
To regular readers of White Dwarf, the 
author/illustrator team of Joe Dever and 
Gary Chalk needs no introduction. Their 
Lone Wolf books are full-blooded, action- 
packed solo adventures in which you, Lone 
Wolf, adopt certain characteristics and skills 
to aid your survival. As the adventure 
unfolds from page to page and from book 
to book, your skills and experience grow. 
Items that you find in one adventure can be 
retained and used in subsequent Lone Wolf 
books. All the books are set in Magnamund, 
an entire world of fantasy adventure 
created by the authors. 


UNIQUE 

As Lone Wolf you constantly dice with 
death. But, unlike other fantasy games and 
books, you need no dice. A unique Combat 
Table frees you from the limitations of the 
six-sided dice without losing the thrill of 
the unexpected. 

The game system is simple yet sophisti- 
cated, allowing you to be Lone Wolf 
wherever and whenever you like! 

The best books in the solo adventure game 
genre.’ Books for Keeps, July 1984 


(School Bookshop Association Magazine). 


BOOK 1: FLIGHT FROM THE DARK 


In a devastating invasion, the Darklords 
have destroyed the monastery where you 
are learning the skills of the Kai Warriors. 
You are the sole survivor. Can you reach the 
capital of Sommeriand to war your King. 
or will you perish behind enemy lines? 


cole m tort Oroit 
ser Fire onthe 
een = Water— 4 


= 


- a ; \ 


BOOK 2: FIRE ON THE WATER 
Bitter war rages as the evil Darklords lay 
Siege to the capital. The King sends you on 
a desperate quest for the only power in 
Magnamund that can save your people — 
‘Sommerswerd’ — the sword of the sun. 


LONWOLE 


THE THIRD EXCITING 
LONE WOLF ADVENTURE 
IS HERE! 

Disastrous news reaches your 
homeland — Vonotar the Traitor 
Still lives and now rules over the 
ferocious Ice Barbarians of Kalte. 
The King has decreed that Vonotar 
will be brought to justice for his evil 
crimes and assigns you to the task. 


In The Caverns of Kalte, you must brave 
terrible dangers to bring the foe to 
justice. But beware. It isa demanding 
challenge that will test your skill, courage 
and endurance to the limit. 


HAVE YOU HEARD WHAT 
PEOPLE ARE SAYING ABOUT 
THE LONE WOLF SERIES? 

The best fantasy role-playing books I've 
ever read. The combat system Is 
excellent. Andrew Harris, Blackpool. 


The Lone Wolf series offers a more 

engrossing plot than any other “hack- 

and-slay” system about at the moment. 

It is set to become a worldwide cult.’ 
Alan Barnes, Barnet. 


‘Lwas highly impressed by the games 
Structure and terrific presentation and 


graphics.’ Robert Wilson, Hitchin. 
The story and artwork are fantastic.’ 
Justin Claxton, Ipswich. 


The above quotes are taken from the 
thousands of congratulatory letters 
received by the authors following the 
publication of books 1 & 2. 


